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THE TOWN PLANNER. THE MAD DWARF /) 
Designing and Running Villages for D&D A T&I Solitaire. Scenari 


RUNEQUEST 


RUNEQUEST is an easy-to-play game of fantasy role-playing, 
Participants create imaginary characters to go adventuring through a 
world of fantasy where magic is real, heroism the accepted norm, 
and virtue is rewarded. Characters begin as commoners or young 
noblemen and work or fight their way through trouble and 
adversity to reach greatness, collecting gold, magic and fame 
along the way. They can develop as formidable fighters, clever 
magicians, solemn priests, alchemists, thieves, scholars, or all 
of them at once! Thereis no limit to what a character can do! 
Humans and non-human characters play side-by-side. You 
can play as an elf, dwarf, minotaur, or other humanoid; 
if you prefer something more exotic, you can even be a 
griffin or a unicorn! Referees are responsible for 
running scenarios, though players can go on solo 
adventures as well. A scenario is a single adventure 
which might be a raid against monsters, a quest for 
a magical item, guarding a caravan, or ambushing 
a dragon. This boxed set contains everything 
needed to set up such adventures: 
With the easy rules of Basic Role-Playing, the fun 
begins for solo and group play. As games become more 
elaborate, Apple Lane and the RuneQuest book expand the rules to 
give complete and exciting adventures. Fangs adds ready-to-roam monsters. 
With the six special dice, RUNEQUEST is ready to play. Just add a pencil! 
As a fantasy role-playing game, RUNEQUEST encourages co-operation between players, 
Adventurers will spend many happy hours building characters and exploring the unknown. 


In the RUNEQUEST gameworld of Glorantha, you will meet some of the . . . 


toughest 


and foulest creatures you’d ever want to see! 


role-playing game 
WORKSHOP Ltd. 
MINIATURES. 


RuncQuest is Chaosium Inc.'s trademark for its fan 
oduced under licence in the UK by GAME 
Quest figures are manufactured by CIT/ 


DE 


The Official UK Rui 
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GAMES WORKSHOP LTD 


NEW MANCHESTER SHOP NOW OPEN. cid 
162 MARSDEN WAY, ARNDALE CENTRE, " MANCHESTER. Telephone: 061-% 832 6863 


Open Monday to Saturday 9.00 - 5.30 


NEW SHEFFIELD SHOP NOW OPEN. 


Telephone: 0742 750114. Open Monday to Saturday 9.30 - 5.30 


DUNGEONS & DRAGONS 


Base Set complete for baginers . . £0.50 
Expert Set (levels 4-7) . 
Basle Rulebk 3.00. ‘Export Rulabkes °3 
ADVANCED ‘DUNGEONS & DRAGONS 
Monster Manual 


of Dread (Wilderness) 


. ... ADVANCED D&D MODULES. 
SLAVE LORD TOURNAMENT SERI 
A1: Slave Pits of the Undercity - 

2: 


i Ei 
WORLD OF GREYHAWK' SCENARIOS 
World of Greyhawk 

‘amb of Horrors . 
hite Plume Mountain 
-xpedition to Barrier Peaks. 


RUNE QUEST 


RuneQuest: Fantasy role-playing: the box 
contains rules, Apple Lane scenario, monster 
sheets + Basic Role- 


‘Tabor: Complete city 
NEW — NEW — NEW — NEW —Ni 
Griffin Mountain: Massive wilderness cam- 
paign with over 100 scenarios .... .£ 


PLAY AIDS — PLAY AIDS — PLAY AIDS 
£8.95 


Plunder: 640 pre-generated treasure hoards 
plus 43 magical treasures of Glorantha.£3.95 
RuneMasters: 45 Rune Lords, Priests and 
Lords: Priests of cults complete with spells, 
experience, bound spirits, treasures etc £3.95 
Cults of Terror: The book of the bad guys of 
Glorantha detailing the cults of 9 deadly 


TRAVELLER 


‘Science Fiction role;playing in the far future. 
DELUXE TRAVELLER: Gives you more — 
Book 0 - an introduction to Traveller, Books 
1,2 & 3 + exclusive introductory adventure 

“The Imperial Fringe’ and a full colour star- 
cchart of the Spinward Marches sector. 2 dice 
included . +» £9.95 (Boxed) 
ADDITIONAL RULES: ‘Mercenary - The 
military, mercenaries & combat . .. . .£2.95 
High Guard: Space navies & combat . 


. SUPPLEMENTS. ae 
1001 Characters . 1.95 
The Spinward Marches 95 
76 Patrons 95 


BOOK-KEEPING. 
Personal Data Files 
Ship's Papers . .. 
System Data Sheets: 
ation procedure & geodisic 


ude system gener- 
planetary 
£1 


warts: 6 sector maps a 
all blank). 
‘Astrogator’s Chartbook: 28 geodi 
ary maps, 25 ex aids & 28 grids fo 
ation/ship plans 
Traveller Loot 
things for Traveller 
Troveller Judges Screen. 
150 Starbase pla 

15mm Starship Layout Pads 
NSS Ship Files: & ship types, compatible 
with Book 6 High Guard, 


TUNNELS & TROLLS 


Tunnels & Trolls Boxed Se 


Abyss (solo). . 
City of Terror (solo) 
Misty Wood (solo) . 
SOLO SCENARIOS BY KEN St. ANDRE 
£2.00 


GAMES WORKSHOP 


. .GAMES FROM GAMES WORKSHOP ... 
APOCALYPSE: 
lear empires you will 
‘well as diplomatic ski 
DR. WHO: You & up 
hunt across space for the key of tim 
VALLEY OF THE FOUR WINDS 


ed a ruthless streak as 


classic swords & sorcery game . 
WARLOCK: Game of duelling wizards £7.95 
QUIRKS: The game of un-natural selection 
in which players create organisms - Quirks « 


ing 
deities. Presented in the same clear format as 
- £7.50 


Cults of Prax. . fit to survive both the clim other. 


including new cults & background history 


Keep up to date with the latest developments in adventure gaming 
with the Games Workshop Mailing Club. Every two months you could 
receive a comprehensive guide to the latest game releases through Games 
Workshop, plus feature articles on your favourite game systems and 
special offers that will only be available to club members. All for the 
price of a stamp. (MAILED FREE TO WHITE DWARF SUBSCRIBERS) 
For your free sample newsletter plus details of how to join, send a SAE 
to: Malcolm Luff, Mail Order Supervisor, Games Workshop Ltd., 
27-29 Sunbeam Road, London NW10 6JP. 

GAMES WORKSHOP MAILING CLUB NEWSLETTER No. 2: 

* A Guide to D&D products 

* Striker Errata for those who bought the first edition of Striker 
* Traveller Sth Birthday Competition 

* Guide to new game releases through Games Workshop for May/June ‘82 
* Special Offers 


vTvrvrv vivvvTgyv 


SHOPS: 

1 DALLING ROAD, HAMMERSMITH, 
LONDON W6. Tel: 01-741 3445 

Open Mon-Sat 10.00-5.30 


UNIT 37, BIRMINGHAM SHOPPING 


statayarularatine 95 THE MOOR, SHEFFIELD CENTRE, BIRMINGHAM B2 


Tel: 021-632 4804. Mon-Sat 9.30-5,30 


STOP PRESS 


NEW FANTASY ROLE-PLAYING GAMES: 

Man Myth and Magic from Yaquinto £12.95 

Pirates & Plunder £12.95 

‘SuperVillains from Task Force Games £7.95. 

NEW FRP SUPPLEMENTS AND AIDS: 

TRAVELLER. .. .. NEW FROM FASA 
Legend of the Sky Raiders, The Seven Pillars, Ordeal by Eshaar and 
Action Aboard: Good plots, ideas and iluustrations. ... . . £3,95 each 
FASA SHIP PLANS are supplied in an 11x 17” sleeve folder complete 
with background information: 

Adventure Class Ships Vol. 1 £6.95 

Aslan Mercenary Cruisers (Boxed) £8.95 

Merchant Class Ships (Boxed) £8.95 

Traveller Cradboard Heroes: Set 1 - Soldiers of Fortune £2.50 

FASA Starport Module 1 - Hotel complex, 15mm floor plans £6.95 
Viezhdatl: 15mm deck plans of a Zhodani Strike Cruiser £5.95 
Waspwinter: Approved Traveller scenario £3.99 

RUNEQUEST cletete telareie(-tarsiei-i ne 
Wryms Footnotes 13 & 14: Last ever issues £1.50 

. TUNNELS & TROLLS 
“Approved T&T scenario £2.99 
+++. THE FANTASY TRIP, 
Orb Quest - New adventure £3.50 

Warrior Lords of Darok - Scenario sourcebook £4.99 

. THIEVES GUILD... ........0000. 


Thieves Guild V £3.95" 

Thieves Guild VI £3.95 

NEW FROM TSR - Referee’s Screen and Mini-module combined 

FOR GAMMA WORLD - ALBUQUERQUE STARPORT £2.50 

FOR TOP SECRET - OPERATION EXEC. ONE £2.50 

FOR BOOT HILL - SHOOTOUT IN NORTHFIELD £2.50 

THE DRAGON 58, 59 and 60 £2.50 each 

UNIVERSAL - Supplements and Scenarios with stats to let you 
personalise the item to your chosen role-playing game: 

Wraith Overlord - City State Campaign scenario £8.95 

Prey of Darkness - scenario £3.99 

Wonderous Relics - play-aid £2.99 

Fantastic Personalities - NPC play-aid £3.99 

.NEW FROM STEVE JACKSON GAMES ......... 
Cardboard Heroes Set 5: Undead £2.50 

Cardboard Heroes Set 6: Monsters | £2.50 

Cardboard Heroes Set 7: Monsters Il £2.50 

Cardboard Superheroes Set 1: ZAP! £2.50 

FINALLY . 
THe Phantastical 


hantasmagorical Monty Haul Dungeon £2.95 
NEWGAMES.......... 000.005 


DWARFSTAR MINIGAMES: 
New from the people who gave you Barbarian Prince: 
STAR SMUGGLER Solitaire game £4.50 
Dragonrage £4.50 
Goblin £4.50 
Grav Armour £4.50 
+ +4444. ..NEW FROM STEVE JACKSON GAMES ......... 
‘Ogre (new map art) £3.95 
G.E.V, £3.95 
The Ogre Book - scenarios for Ogre £3.95 


MAIL ORDER CHARGES 


ALL MAIL ORDERS TO: GAMES WORKSHOP, 27-29 SUNBEAM RD., 
LONDON NW10 6JP. Tel: 01-965 3713, ACCESS & BARCLAYCARD 
WELCOME. MAIL ORDER CHARGES: UK: Please add 55p p&p for 
orders under £6.00. Orders over £6.00 post free; EUROPE: Please add 
20% p&p; OTHER OVERSEAS: Please add 33% for surface or 50% for 
airmail. ORDERS DESPATCHED WITHIN 7-14 DAYS UNLESS 
OTHERWISE ADVISED. TRADE ENQUIRIES WELCOME. 


ORAGONMEET U 


A day of Science Fiction & Fantasy Games 


* Competition and participation games for Dungeons & 
Dragons, RuneQuest, Traveller, Tunnels & Trolls 
and more. 

* Computer Games - including a computer-moderated 
Striker scenario 
* Figure Painting competitions (25mm single 

multi-figure classes) 
* Games Playing Area 
* Trade Stands - including Games Workshop, 
Forbidden Planet, Flying Buffalo, Citadel, 
Chronicle and QT Madels 
* Snack Bar 


SATURDAY JULY 17th 
NEW 8/GGER LOCATION! 
Central Hall, 
Westminster, London SW1 
Doors open 10am - 9pm 
ADMISSION £1.00 


THE LARGEST SELECTION 
OF GAMES IN THE WORLD 


VISIT OUR SHOP FOR ALL YOUR SF — FANTASY — WARGAME NEEDS 


Choose from hundreds of Books, Boardgames, Figures & Fanzines, Scenery & 
Supplements, Micro’s & Monsters, Rulebooks & Role-Players, Paints, Dice, 
Brushes, Zip- -Locs, Magazines, Accessories & Supplements! 


* 6.OW * Pendragon 


Purchases in the 


hobby/wargaming dept. 
cm ont abet to discount 
/ z= OVER £75 10% pen 
op OVER £175 _15% Mon - Sat 


22 OXFORD ST. LONDON W1 Basement Dept. 


— Near Tottenham Court Road, Tube Station — 


9.30 a.m. — 9.00 p.m. 


* Asgard + Gamelords Kabal * Platoon 20 
* Alarums & * Games Workshop * Koplow * Q.T. Ships 
Excursions. Grenadier * Land of Legend * Panzerschitfes 
* Avalon Hill * Grimoire G: * Master Models * Ral Partha A , Y is 
* Brewsword * GroupOne + MAC. + Rie Fantasy CEEELEEEECELEECEES 
* Bellona * Hammerhead * Marshall ENTS * S.P. NI) PLATOON 20 & 
* Chaosium * Hass Press * Master’s Lab ee SSG, = 
* Chronicle * Heritage USA * Metagaming * Standard Games & NY) MODERN BRITISH, AFRICANS, AUST, NI 
* Citadel * Hinchliffe (Fantasy) * Milliput Pub. Co. % RALIANS, MERCENARIES, U.S. ARMY, & 
+ Dragon + Humbrol * Merit 1 Task Force VIETNAMESE, RUSSIANS, RUSSIAN 
*  Eisenwerk * Indicia Pub. Co. + Newb 1 TSR. y 4 
Industries ay * Nove * Tabletop SQ MARINES, AND HEAVY WEAPON SETS. (& 
E.0.N * Iron Crown * Osprey 7 W.R.G, ) 
F.G.U * Steve Jackson * O.S.G. * Yaquinto 
* Flying Buffalo | Games * Orisek Industries * Z&M NY) AND MANY MORE NEW TITLES 
" Gedemco * Judges Guild * Paranoia Press * Zoechi 


DA DAAAAADAS 


ANMIES 
ENTRE 


4 Please mention WHITE DWARF when replying to advertisements 


Standard Games and 


CRY HAVOC 


“Cry Havoc” deals with individuals, single knights, 
spearmen, and others to simulate medieval combat 
in a lifelike and convincing manner. 

2 full colour maps printed on canvas textured board, that 
allow for 10 different terrain configurations to be 
produced, 

228 playing pieces. These are also produced in full 
colour, giving the characters an individuality and life so 
often missing from other board games. 

£9.95 postage free. 


az 


Publications Ltd. 


STARSHIP 
CAPTAIN 


Combat between starship fleets in the far future. The clash of 
empires or the destruction of rebels, attacks on star - lane convoys 

all can be reproduced! Made with the same attention to detail and 
with the playability of our first game “Cry Havoc” 


2 complete fleets of full colour starships, comprising fighters, 
freighters, destroyers and cruisers up to five inches in length. 
Asteroids and minefields. 

1. Rule book. 

1. Scenario book 

1. 20 Sided Die. 


9 Geomorphic maps of deep space. 


£12.95 posiase ee 


VOL 1. THE CRIMEAN WAR 
Forty unbound comtemporary 
photographs. 

Each print 9 inches x 7 inches. 
Uniforms, Dress, Camp Life topography 
in exquisite detail. 

This superb collection of reprinted 
photographs should be of great interest of 
figure collectors, dioramists and wargammers 
alike, The Crimean War was one of thefirst to 
be fully covered by the camera. These prints 
are unbounded to allow some to be removed 
for framing etc., without ruining thecollection 


Only £9.95 postage free. 


SEPARATE GAME COMPONENTS 


All Maps and Counter Sheets £2.95, 
the Damage Record Pad 75p, postage included. 


CRY HAVOC STARSHIP CAPTAIN 

Map 1 - The Village Map D.1. - Deep Space 

Map 2 - The Crossroads S.G.1, - Yellow Fleet Counters 
Map 3 - The Forest $.G.2. - Green Fleet Counters 
Co.1, - Cry Havoc Counters R.P.1. - Damage Record Pad 


Felt-Hex 


The revolutionary new playing surface for role 
playing and wargames. Made of high quality felt ina 
range of colours, Felt Hex has a one inch hex grid 
printed on one side. 

Felt Hex is available in Blue, Sand and Green, 
each Sheet is 6ft x 4ft and costs £9.95 postage 
free. 

PLAIN FELT 

Plain Felt is also available in the above colours at 
£4.25 the metre length, 72 inches wide 


CARD WARRIORS 25mm 


Full colour wargames and fantasy figures. 
New! Civil War Artillery 


U.S.1. Union Infantry 

U.S.2. Confederate Infantry 
U.S.3. Union Cavalry 

U.S.4. Confederate Cavalry 
U.S.5. Civil War Artillery 


£2.00 postage free 


D.A.1. Saxon Army 
D.A.2. Norman Army 


F.1. Dungeon Adventure 
F.2. Savages & Swordsmen 


Magnificent Full Colour W.W.1. aircraft prints. Each print 
measures 12 x 13 inches. Available at £1.75 each, or £6.00 for the set of 
4 postage free. W.1. Pfalz W.2. Albatross W.3. Bristol W.4. S.E.5. 


ORDER FORM Starship Captain Plain Felt Campaigns in Focus 
Cry Havoc Metres Green Voll. The Crimean War 
Please send me copies Games Components Metres Sand 
Card Warriors Cw Hi pee ae Metres Blue 1 enclose On the tems ordered 
Ft. Dungeon Adventure Map | WW. 1 Aircraft Prints 
Savages and Swordmen 2 Wi Name 
Map 2 
xon Army Map 3 Wwe 
Norman Army Col, Counters Address 
Union Infantry Ss c 
Confederate Infantry Starship Captain 
$3. Union Cavalry 0.1 Map relies 7 
‘$4. Confederate Cavalry $.G.1 Counters ts 6ft § dit Green Arkin Hous Satin Rud 'Kenie Langley: Fests, 
US5. Civil War Artillery $.G.2. Counters ts Olt x Aft Sand Telephone yu? 77 68328 


RP.1 


Pad 


ts Oft x 4tt Blue 


You've Fantasy Role 


Played On the Table.... 


.»»» NOW PLAY 
FOR REAL! 


Bring your character to life in our fully 
equipped castle in Cheshire. 


All you would-be Fighters, Magic Users and Thieves etc., 
can now act out your favourite characters for real. 

We at ‘Treasure Trap’ castle will equip you with realistic 
but safe weapons, armour, costumes and other vita 
equipment to adventure in our castle towers and dungeons. 

We invite you and your friends to pit your wits and skills 
against our Tricks, Traps and ‘REAL’ Monsters whilst 
searching for hidden treasure. 


What do you get for your membership ? 
@ Weapons e@ Armour @ Costumes @ Equipment 
“haracter Progression @ Open Seven Days a Week 
e@ Free Use of F.R.P. Room e@ Free Use of Club Room 
e Shop @ Coffee Bar @ Discount on Weekend Activities 
What do you get in an adventure ? 
A two hour real life fantasy experience, passing through 
specially designed scenarios comprising Monsters, Tricks, 
Traps and Special Effects, co-ordinated by our team of experts. 


How much does all this cost? EER 


£30 Membership per year CLL [ y— 
plus £1 per adventure Bimisiel 

For further information contact JULIA I “ 
‘Treasure Trap’ by filling in the et EADS LT 
form below:- TeshrIN 

‘Tel: TARVIN (0829) 41054 (During office hours) Wee ee A! 


SEND NO MONEY-Just a stamped addressed envelope 


Name 


Address 


Age Sex: Male (_] Female 
Preferred Character Class: Fighter Magic User J Thief Other 


Favourite F.R.P. Gane 
Post to:- Carey 


& Donaldson P.O. Box 130, Chester CH1 1TD. 


FANTASY MONSTERS 25mm 


MINIATURES 


FMI TROLL 80p 
FM2 OGRE 80p 
FM2A OGRE STANDARD BEARER £1.00 
FM3 GIGANTIC RAT 80p 
FM4 WERE RAT 80p 
FMS ORAGON. £3.25 
FMB GIANT RAT 15p 
FM7 GOLEM 30p 
FMB GARGOYLE 609 
FM9 HAPPY 60p 
FM10. GIANT BAT 25p 
FMIT SALAMANDER 60p 
FM12 — COCKATRICE 605 
FM13 OWL BEAR 80p 
FMI4 SPECTRE 25p 
FMS MINATAUR 80 
FM16 UNICORN 60p 
FMI7 BASILISK 60p 
FMIB SKELETON WARRIOR 25p 
FMI9 STORM GIANT (70mm) £2.50 
FM20 SACRIFICIAL TREE AND VICTIM £1.00 
FM21 CENTAUR KNIGHT £1.00 
FM22. ORIENTAL OGRE 80p 
FM23 GIANT SLUG £1.50 
FM24 SILENT SHAMBLER £1.00 
FM25 GIANT SNAKE 25p 
FM26 ELITE SKELETON GUARDSMAN 25p 
FM27 PALADINS HORSE 80p 
FM31 VAMPIRE 30p 
FM32 ELITE SKELETON HALBARDIER —25p 
FM33_— ELITE SKELETON CROSSBOWMAN 
HANOGUNNER 25p 
FM34 DEATH DEAMON 80p 
FM35 LARGE HILL TROLL 60p 
FM36 WERE SNAKE 3p 
FM37 FRANKENSTEINS MONSTER 0p 
FM38_ GIANT LIZARD MAN £1.50 
FM39_— LARGE ARMOURED STORM GIANT 


WITH SHIELO /65mm) £350 FM75 HUGE SPIDER 30p (OAS1 ADVENTURESS 35p 
FM40 TROLL CHAMPION £1.50 —M76 DRAGON NEWT £1.50 DA52 FEMALE THIEF 35p 
FM4) MOUNTAIN TROLL 60p = FM77_—_ LARGE SPIDER 15p 0A53 FEMALE MAGICIAN 35p 
FM42 —NORSE SIANT £1.50 M78 LARGE RAT 30p DUNGEON ADVENTURER SPI 
FM43_— GIANT GRIFFON £1.50 FM79— GRENDELL 609 25mm sreuals 
ine Hae bed DUNGEON ADVENTURES 25mm DAS! BARBARIAN ADVENTURER 40p 
Te: poRA CERNE 5a, OAT DWARF THIEF 35p DAS2 BARBARIAN IN CHAIN MAIL. 40p 
FM4? WRAITH 300 DAIA DWARF FIGHTER 35p DAS3 WEAPON PACK 5 WEAPONS AS 
FMdé —ORAGONET Bop DAZ OWARF IN PLATE MAIL 35p SUPPLIED WITH DAS1 and DAS2 2p 
FMa GIANT LEECH DAS DWARF LORD 35p ASS BEOWULF 40p 
7M50. LARGE WOLF MAN an, OA Divan cuenic 5p 
FMS1 WIGHT 30p HAE ean 369 MAIL ORDER RATES 
FMG2 RABBITS x 10 Cae Neer raz pele 382 | UK 10% to £10 (minimum 28p) 
FMS3 BALROG CHARGING WITH FLAMING DATS Har Gip 36) | Post Free + £10. 
Meh Sane £2.50 9a21 HAFLING THIEF 308 | Overseas: 50% (minimum £1} 
FM55 SKELETAL NECROMANCER 4gp O822._—-HALFLING WARRIOR 20, | Orders despatched within 14 
FM56 LARGE CAVEMAN 30, OA23 HALFLING SLINGER. 20p | days of receipt 
FMS? GIANT WOLF ap D824 HALFLING ARCHER 209  "Nones fo i]farSal Tend Auapahan Tea 
FMB WYVERN ATTACKING Ea Ae eee usin 208 | unter ° 
FMS APE 60p a oe P| USA please contact 
F¥M60. WEASEL 30 DAST CLERIC 35p | The Armoury 4185 Amos Ave , Baltimore 
FM61 LIZARD MAN jo OAG2 ANTLCLEnIC 35p | mp 21215 
FM62 GIANT TICK ‘tp ASS MAGIC USER 3p tralia pleas 
FMB3 OGRE 50, DA34 DRUID 35p sgard Miniatur istralasia), $Har 
FM63 LAND ORAGON WITH Lzanp Man 0435. MONK 35p | Street. Walla Norrie, South Australia 
TaD MITH UZARD MAN | OR364 ORIENTAL MONK KICKING 3p | _B608 
FM65 — FLYING REPTILE WITH WRAITH AGO ASSASSIN 35 
RIDER ‘oso (0837 NINJA 357] OPEN 9.30 pm till 5.00 pm 
FMGG LARGE TROL WiTH CLUB BOp ASB. THE Ed Monday to Saturday 
ie ncaa 257 ato RANGER 35p | Figures by 
econ cAOB vad) FIGHTER W PLATE 365 | Asgard, Citadel, Ral Partha 
FILL AWETTAOEAT GORE Frag Aa? PALLAOIN 35» | QT Games and Rules by. 
FMT] BUG SEAR Sop O83 ANTI PALLADIN 369 | TSR. GDW, Judges, Guild, 
FM72 FEMALE TROLL bop DAs4 ASGARDIAN 3p Chaosium. Metagaming, 
M73. ZOMBIE 30p bard erate ae Tabletop Games, Games 
FM74 WATER ELEMENTAL £100 paay_iLUSiONist 355 |__ Workshop 
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NOTTINGHAM’S FOREMOST FANTASY AND SCIENCE FICTION SHOP 


36 HIGH PAVEMENT, 
NOTTINGHAM. NG1 1MN 


Trade Orders Welcome 
Tel. (0602) 50201 


Esl 


the RIEDER DESIGN 


MES ROOM 


HERE ARE SOME EXTRACTS FROM OUR 15 PAGE CATALOGUE 


_ Dragonslayer - Boxed (SPi) £5.95 


RUNEQUEST 


Boxed RuneQuest. . 


Cults of Prax 
Foes 


Cults of Terror . 
Gateway Bestiary . - 


Plunder 
Runemasters 


RuneQuest Shield 


Griffin Mountai 


- £8.50 
detent £8,25 
. - £8.95 
- £7.50 
- £8.25 
. . £4.50 
. £4.50 
we £199 
in... £11.50 


TUNNELS & TROLLS 


Tunnels & Troll: 


\ Tunnels & Trolls Rules. . 
Uncle Ugly’s Underground 
Catacombs of Bear Cult 1 
Naked Doom {solo}. 
Sorcerer Solitaire (solo) . . 
____ Sword for Hire (solo)... 


— 


4) 


Labyrinth (solo’ 
Arena of Khazai 


Pane (solo). . 


days of rece 


£6.25 
£3.50 
£1.30 
£2.25 
- £1.75 
£1.75 
£1.75 
£1.75 
£1.95 


is boxed 


Ys.» ws 
in (solo). . . 


Beyond the Silvered 


£1.95 


Sewers of Oblivion (solo) 
Dargon’s Dungeon (solo). . £2.60 


Sea of Mystery (solo). . 


£2.60 
£2.25 


Death Trap Equalizer (solo).£2,95 
Blue Frog Tavern (solo) . . £2.25 


Goblin Lake (solo)... ... 80p 
Abyss (solo)... . « 80p 
City of Terror (solo)... , £3.35 
T&T Character Sheets - 25. £1.30 
Grimtooth’s Traps .. . £3.50 
TRAVELLERS SERIES 

Deluxe Boxed Set. . £9.50 
Bk. 0 Intro, to Traveller £2,95 
Bk. 4 Mercenary... ... . £2.95 
Bk. 5 High Guard (2nd Ed.).£2.95 
Sup, 1 1001 Characters. . . £1.95 
Sup. 6 76 Patrons. . £1.95 


Adv. 5 Trillion Credit Squad.£2.50 
Adv. 6 Exped. to Zhodane. £2.50 
D.Ad.3 Argon/Death Station£2.50 
D.Ad4 Marooned/Mar,Alone£2.50 
DRAGON QUEST 


Dragon Quest 


MAIL ORDER: Please add 50p to all UK orders for p&p. For overseas 
surface mail please add 30%. Orders are normally despatched within 3 
t, but please allow up to 28 days. Cheques made payable 


to Rieder Design, Don’t forget your discount card! 


DISCOUNTS: All Customers: Mail Order and visitors receive a discount 
card worth 7%%, Clubs & Schools: on application, receive a discount of 


10% off purchases over £35, and 15% off purchases over £85, 


CATALOGUE: Send 22p in stamps with a self addresses envelope for 
our 15 page catalogue & 50p for a Citadel catalogue 


£7.50 


n WHITE DWARF when replying to advertisements 


. £3.50 
. £3.50 
. £1.95 


Dragon Quest Adv. 1 
Dragon Quesr Adv. 2 
Dragon Quest Screen . 
AFTERMATH 
Aftermath (Post Holocaust Role- 
Playing Game)... ... . £11.95 
Into the Ruins - Scen. Pack £3.75 
BUSHIDO 

Bushido Boxed Set... . . £9.50 
Valley of the Mists - Scen. . £3.25 
SPACE OPERA 

Space Opera Boxed Set. . . £9.50 
Ground & Air Equipment . £3.15 
Martigan Belt (Scenario) . . £3.25 
Alien Base (Scenario). . . . £3.25 
Star Sector Atlas (Scenario).£3.95 
Outworlds.......... £3.95 
Seldon’s Compendium of 
Star Craft... 2... 
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The Town 
Planner 


by Paul Vernon 


PART I: 


This new series is a follow-up to Designing a Quasi-Medieval 
Society for D&D. 


First, to illustrate the kind of village that this article will be dealing 
with, a comparison between two villages that have already appear- 
ed in White Dwarf. Cahli (WD 78), although briefly sketched, was 
in many ways superior to most current, commercially produced 
villages because it had a reason for being there — sited by the only 
safe river crossing (a convenient source of water) with a plentiful 
supply of timber easily transportable by road or river, and its 
social system — a free peasant democracy — though only hinted 
at, left its mark upon the village plan and its buildings. From the 
outline given, it would have been a simple matter to key the village 
completely. Finally, mystery was supplied by the newly construct- 
ed stone buildings, the marauding ‘Night Things’, and the cont- 
inued absence of Tizun Thane. Greywood (W022), on the other 
hand, was centred on the inn, smithy and grocer’s which supplied 
all the items listed in the Players’ Handbook even though the 
villagers would have no use for half of them. No indication was 
given as to how the villagers gleaned a living — their sole purpose 
seems to have been gossiping at the inn or well, but telling strang- 
ers nothing, and wandering in the woods to be encountered by 
adventurers! In fairness to Greywood, it was part of a competition 
dungeon and was not meant for continued residence, but never- 
theless it provides a good example of how not to design a village. 
The way to design a boring village is to draw the map, place 
the adventurers’ suppliers, and then randomly fill out the rest. 
Interesting villages demand some planning beforehand. 


Village Background, Siting and Social Setting 
Primarily, the villagers must have some way of earning a living, 
depending on the type of area, or the village just wouldn't exist. 
The mainstay of most villages would be agriculture of some 
kind. There was very little specialisation in medieval agriculture, 
and villages made use of any available land to fulfil as many of 
their needs as possible. Roads were bad — horses and riders were 
drowned in some pot-holes — and transport was expensive. Live- 
stock for meat, eggs, hides and wool would also be found on arable 
land. Regions with no arable land, however, would be solely 
dependent on stock-raising and would have to trade for corn, etc. 
Other possible sources of livelihood could be quarries, mines 
{anything from salt to platinum), fishing, forestry, or strategic 
siting (trade route junctions, river crossings, mountain passes, etc.). 
Villages could have more than one economic base, but never less. 
The site would have as many necessary resources as possible 
within easy reach. Of prime importance would be a reliable source 
of fresh water —a spring, stream, lake or well. Other considerations 
~ in order of decreasing importance — would be access to plough- 
land, pasture, woodland for fuel and building materials, and a 
flat, well-drained location. 
A ‘typical’, English, medieval village would be surrounded by 
a few fields and meadows for growing crops and hay respectively. 
Beyond these would be common pasture fringed by the ‘waste’ 
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DESIGNING AND RUNNING VILLAGES 


(forest and woodland) where wood could be gathered, game 
hunted (whether legally or not) and animals grazed at certain 
times of the year. Also in the waste would be some ‘assarts’ — 
clearings farmed in addition to the common fields. 

Once a village’s livelihood has been decided, the next problem 
is how it came to be there and why it was founded. With villages 
not solely dependent on agriculture, this is self-evident — the 
mine, quarry, river crossing or whatever was discovered and 
people began to use it. Agricultural villages occurred mainly 
because peasants and serfs farmed scattered strips of land in the 
common fields, and the village at the centre was the most con- 
venient place to live. In more troubled areas, of course, the people 
would tend to live behind the village rampart for protection, 

The reasons behind the foundation of an agriculturai village 
also depend on the social system existing in the village itself. Are 
the villagers slaves/serfs/labourers under some lord, or free peas- 
ants? If the latter, do they rent the land from an overlord, or hold 
it in their own right? Is the social system feudal, tribal or a kind 
of free peasant democracy? Whatever it is, where did the villagers 
(or their ancestors) come from and why? Were they led into the 
wilderness by some daring war-leader as a result of population 
pressure, religious persecution, or a disaster of some kind? Were 
they encouraged to migrate by the generous terms offered or 
coercion applied by a lord who had already pacified the area? 

Whatever the reason, the background of the village and its 
inhabitants will play a large part in determining the buildings 
found there and the lay-out and organisation of the village. 


Monsters and Villages 

The areas where villagers work and the access routes should be 
relatively safe or else the village would not be able to function, 
unless, of course, this is why the adventurers have been called in. 
In the ‘typical’ village outlined, all non-NPC monsters would occur 
in the waste and may or may not be known about in the village. 
Obviously, those that are known will be avoided by the villagers 
and the places they have been seen in given a wire vertir. Generally 
it is better if all the monsters in the area are specifically placed 
in a lair, After their lairs are marked_on the map, a larger area 
should be designated as the monster’s hunting range. A percentage 
chance for meeting the monster is given for each turn spent or 
hex entered in the hunting range. The hunting range should not 
usually include areas frequented by villagers, though occasionally 
monsters could make inroads into these. In such cases, the monst- 
ers should not be too strong to be overcome by a communal 
effort on the part of the villagers. 


Village Features 

The main features of a village will be determined by its location, 
background and social setting. (You wouldn’t expect to find a 
mill in an area where no corn was grown, for example.) In all cases, 
the main features should be placed first and the rest of the village 
built around them, even if this did not occur in the history of the 
village itself. The following list of features is not exhaustive but 
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will give some indication of possibilities. Obviously it would be 
unlikely for them all to be found in the same village. 

The village green is common to many villages. !t may have been 
planned as a central enclosure in which villagers could protect 
cattle from raiders, but the majority were introduced into existing 
villages. Whatever its origin, it is a useful space for trading, 
dancing, archery practice, and boisterous celebrations. 

Less common is the village pond. This could be the village’s 
water source and/or used for keeping fish. Some medieval villages 
had both a main pond and a series of smaller ones for breeding 
purposes or for keeping the different species separate. 

In feudal societies the moated manor house would feature in 
most villages unless they were one of several on the same manor, 
in which case the manor would be in only one of them, though 
some villages were split between two or more manors. Even in 
non-feudal societies, a communal moathouse or stockade might 
be present for use in times of need. 

/ If there is a manor, several other features might also be present. 
The lord’s dovecote was, after the manor house itself, probably 
the most unpopular building in the village. Only the lord could 
keep doves, and though they were a valuable source of meat for 
his table, and manure for his fields, they were fed at the villagers’ 
expense from their crops. The dovecote had a steep, sloping roof, 
and many openings set high in the walls to keep out vermin. 

Also unpopular was the village pound, where animals found 
straying in the fields were held until their owners paid a fine to 
the lord for their return. 

Other possible sources of lordly revenue were the village mill, 
bakehouse, and wine or cider press where appropriate. These 
began their existence in the hands of the lord, and villagers were 
required to use them whether they wanted to or not. They paid 
heavily for these services (the miller would take as payment, on 
average, one sixteenth of the total grain sent to him) and were 
fined if caught using alternative means. Later, it became more 
common for these to be leased by the lord to others, though the 
strictures as to their use remained in force. 

Mills were not only used for grinding corn. In mining areas, 
they were sometimes used to beat out the ore body, for fulling 
(wool beating) in wool producing areas, or in irrigation to transfer 
water from one level to another. 

Some villages might boast a guildhall (market, exhibition and 
conference hall) if a thriving cottage industry were present with 
its guild. Alternatively, there could be a moot or meeting hall. 

Alehouses, surprisingly, were not that common in medieval 
English villages, most of which usually made do with two or three 
ale-wives instead. Some licence can be taken here — if the village 
is on a trade route, one or two inns for travellers may be provided. 

A village might also possess a pillory and/or stocks, whipping 
post and lock-up to punish lawbreakers or restrain them until a 
court could be convened and judgement passed. Finally, if it 
were astride a trade route or river crossing, a village could have 
a toll-house, the proceeds going to its governing body. 

Churches and temples are omitted because religion is such a 
fluid factor in D&D that all DMs handle it their own way. A re- 
ligious edifice of some kind would feature in most villages though. 


The Village Population 
Working from proportions derived from the Domesday Book, our 
‘typical’ feudal village would comprise the lord, 10 — 11 villeins, 
8 — 9 cottars, 3—4 free tenants, and 2 — 3 slaves plus dependants, 
Villeins held up to 30 acres of land from the lord, together 
with ploughs, carts and oxen. In return, a yearly rent was paid and 
a number of services rendered to the lord, such as working on his 
domain for a certain number of days per week. The villein’s land 
was equally divided between all the common fields, as was some- 
times the lord’s domain, though this was usually a separate area. 
Cottars, crofters and ‘pytel holders’ also held land from the 
lord, but only about 2 — 5 acres, but they rendered fewer ser- 
vices in return. Cottars would often labour for payment on the 
villeins’ or lord’s land as well as their own. They might also double 
as the village carpenter, bee-keeper, shepherd, turner, smith, potter, 
swineherd, cowherd or even gooseherd. They could also work as 
weaver’s or miller’s assistants. Not being free, however, much of 
their industry would go to their lords. In addition to their own 


and the lord’s, the village herdsman would tend the other villagers’ 
animals in return for payment of some kind. 

The free tenants would rent land from the lord but owe few, if 
any, services. They could also perform any of the above functions, 
probably those demanding the highest degree of skill. 

The slaves were a carry-over from Anglo-Saxon times. They dis- 
appeared quite quickly, becoming villeins or cottars. 

The villagers would fulfil as many of their own personal needs 
as possible, so there would not be a plethora of tradesmen and 
shopkeepers in a village. The villager could usually provide his own 
food and would only need trade for necessities such as salt, metal, 
and pitch. Similarly, the villager could make cloth and simple 
utensils in his own home and tan hides in the garden. Those skills 
that a village lacked would be supplied by itinerant craftsmen. 


The only necessary craftsmen are the smith and wheelwright 
who could also supervise house-building, do general carpentry 
work, and even double as coffin-maker and undertaker. Even 
these two would be itinerant workers if the village were not large 
enough to support their own, Other itinerant tradesmen (who 
could also be resident if the village were large enough) could be 
joiners, cobblers, tailors, clogmakers or thatchers. 

The lord of the manor would have servants in various capacities 
around the village. These could either be members of his house- 
hold or resident in the village. 

If the lord were an important noble, holding a number of 
manors but having little time to see to them all, he would appoint 
a steward who would visit the manors occasionally, formulating 
and implementing agricultural policy, convening the manor court 
in the lord’s absence, making sure that services due were being 
rendered, generally ensuring that the lord was getting (and keep- 
ing) all that was due, and hearing the reeve’s annual accounts. 

As a go-between for the steward (or lord if he had too few 
manors to warrant a steward) was the bailiff. He was usually an 
outsider to the village, though more frequently seen than the stew- 
ard, having only 1-3 villages to oversee. He would report to the 
steward on his visits and implement the steward’s directives. If a 
lord’s holdings were small and/or he was interested intherunning> 
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bof the estate, he might perform the bailiff’s duties himself. 

The village reeve was usually a serf with a large land holding, 
receiving the post either by order of the lord or by election. The 
post was generally held on a yearly basis, though a satisfactory 
reeve could be returned for further terms. Although the reeve en- 
joyed certain benefits, such as reduced rents and food allowances 
(especially during busy periods in the agricultural year, such as 
the harvest, when he ate at the lord’s table), the position was not 
popular. The reeve was a kind of village foreman whose job was 
to safeguard the lord’s interests. He was held personally respons- 
ible for all that was due to the lord, and any shortfalls in his yearly 
accounts had to be made good from his own pocket. 

Being one of the villagers, the reeve would have a better idea 
as to the best utilisation of the land and the whereabouts of any 
shirking their duties than the bailiff. Since the duties of each 
overlap to a certain extent, it would have been wasteful to have 
both a full-time bailiff and a reeve in the same village, even though 
the lack of a bailiff would mean that the reeve would occasionally 
have to leave the village on the lord’s business. 

Other village officials were the messor or hayward, who was 
in charge of sowing and reaping and had to ensure that there was 
no unauthorised use of the lord’s land; the woodward, who kept 
a keen eye on the waste to ensure that no-one took wood, cleared 
assarts, or hunted without lordly sanction; and finally, the beadle 
or constable who was the village policeman and who placed any 
straying animals in the pound, took charge of the lock-up (if 
there was one), took pledges, rents and fines, levied distresses, 
and brought people before the manor court. One man frequently 
held more than one of these offices, 

Any adventurer NPCs should be carefully placed and have a 
good reason for being in such a backwater! Perhaps they origin- 
ated from the village and, having had some success, returned to 
become a respected member of it; they might have been invited 
to the village by the lord to perform some service; or they could 
be on the same quest as the players or on a quest of their own. 

Villages have always been more interested in the doings of 
villagers than outside events and those in campaigns should be 
no exception. Gossip should be rife, some true and some false, 
and there will always be someone to tell it to strangers even if 
they aren’t accepted by the village as a whole. Also there will be 
considerable rumour and gossip about the strangers themselves. 

Since most of the gossip would concern social relationships, 
the village will be more interesting if these are briefly outlined, 
instead of being static, aimless and boring. The social system will 
determine many of these relationships. Others can be formed by 
villagers saving, or thought to have taken, other villagers’ lives; 
having done others a good/bad turn in times of need; closely 
following or blatantly ignoring village custom or the law, etc. 
There could be some more-or-less long standing wrangles between 
certain villagers, about land, chattels, sons, daughters, wives, and 
so on, into which visitors might find themselves drawn. There 
would also be rivalries and grumbling about unpopular officials. 

The buildings would be made from the most convenient build- 
ing materials, unless there is a specific reason for them not tobe. 
Wood would be most common, though poorer villages would 
make do with wattle and daub. Where suitable stone was available, 
this might be used, though the only two stone buildings in our 
typical village would be the manor house and the church. Where 
there is no suitable timber or stone, layers of mud and straw (cob) 
might be used instead. 

Roofing would usually be thatch, less common alternatives 
being shingles, tiles or roofing stone of some kind. 

The houses would generally be small, single storey affairs rarely 
built adjacent to each other. Most would be set in a small plot of 
land used for growing vegetables and keepjng domestic animals. 


Village Events and the Village Year 

Several periodic and unique events should be worked into the 
village fabric to help breathe life into the place. Regular events 
could be a weekly or monthly market, and a fair once or twice a 
year. At the former would be found various traders seiling goods 
to the villagers and/or buying goods from them. Fairs would be 
on a larger scale, having a greater variety of traders plus entert- 
ainers and contests and would attract people from further afield. 
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Traders, itinerant craftsmen and entertainers could visit the village 
at times other than the fair and market days, and if the village 
were the centre of a cottage industry, such as lace-making, traders 
or employers connected with this would also be regular visitors, 

Other events could be services and festivals connected either 
with religion or the secular life of the village — harvest festivals 
and the training of the militia, etc. Rarer occurences could be un- 
foreseen, such as outbreaks of disease, fires, storms, and floods. 

There would also be everyday events such as births, betrothals, 
marriages and deaths with their associated rites and festivities. 

Between village events, rather than wandering through woods 
and gossiping at the inn, the villagers would be occupied with 
other activities depending on the time of year. 

In our ‘typical’ village, January and the end of the winterwould 
find the villagers spreading manure and mar! to ready the fields. 

In early spring, one of the fields would be ploughed, harrowed 
and then sown with spring corn (oats or barley), or peas and 
beans. After the seed had been harrowed, time would be spent 
on drainage, ditch digging and tending hedges and enclosures 
until the fallow field was ploughed in April. 

June would see the reaping of meadows and haymaking, and 
when this was done, the faliow would be ploughed once more. 

From then until the harvest, hemp and flax would be gathered, 
dried and spun, and thistles weeded out from the fields. 

tn August, the harvest would begin. When that was over, the 
animals would be grazed on the common fields before the major- 
ity of them were slaughtered and salted down for the winter. 
Apart from the October ploughing and sowing of the winter 
wheat, most tasks would now be concerned with preparations for 
the cold months ahead. Nuts and fruit would be gathered, along 
with wood, turves, and peat for winter fuel. Sedge would be cut 
for thatch, bracken as bedding for cattle, and stubble for bedding, 
thatch or fodder. When the weather was bad, corn would be 
threshed with flails, and then winnowing would commence. 

Over Christmas, which was a holiday anyway, the weather 
would be bad and work in the fields at a standstill. There would be 
many household tasks to be done, however, such as making and 
repairing utensils, before the January muck-spreading began again. 


Vilage Encounters 
Most village encounters are one of four categories: 

The first type are those purposely initiated by the DM as part 
of the plot or counterplot around the village or dungeon. These 
are fairly easy to handle as the DM knows the situation exactly. 

The second type, where players initiate encounters out of 
curiosity, are also easily handled. If they ask at a house, the 
occupants should already be known, while if they ask outside, 
given the location, day and time of year, it is fairly easy to say 
who would be most likely to be there to answer their questions. 

The third type, where NPCs randomly initiate an encounter 
with the players, is more difficult. The best way of handling these 
is to make out a table of reasons why NPCs might want to talk to 
players. Some examples are: idle curiosity; asking the where- 
abouts of a person/place/animal/thing; mistaken identity; asking 
for help with something (possibly with payment offered); making 
a proposition of some kind; accusing {rightfully or wrongfully) 
the players of wrongdoing; and so on. Once the reason is deter- 
mined, it must be decided whether the NPC(s) involved is 2 focal 
or a stranger to the village. If the latter, a table of possible visitors 
must be consulted, whilst for villagers, it is easy to randomly 
select houses and occupants if the village is keyed numerically. 

The final type of encounters are those where players observe 
something and may or may not choose to become involved. 
These may be connected with one of the possible village events 
detailed above or a table of random events could be consulted. 
This would contain a list of things which could happen from time 
to time, such as broken wagons, escaped domestic animals, thefts, 
arguments, fights, inert bodies, overheard conversations and so on. 

It is always better for encounter details to be worked out 
before play begins as this both saves time and leaves players in 
some doubt as to exactly what type of encounter they are about 
to become involved in. 
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THE MAD DWARF 


A T&T Solitaire Mini~Adventure by Ken St Andre 


Introduction. This is an adventure for a first to 
third level character with less than 100 combat 
adds, intended for use with Tunnels & Trois 
Only humans, elves, dwarves, and hobbits are 
allowable kindred types, You are warned not to 
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pe YT PS 


5 Up and grabs you by the shoulder, “Time Bf 
B of 9 great dwarven wizard, telling him of your 


for bed, my friend,” he laughs, Seeing the danc 
ing girls is worth 300 adver 
the dwarf drags you toward 

to come back ta your 


have you healed and made into a dwarf. If you 


of tunnels, and finally give You into the keeping 


current Strength and Constitution rating: 
duce your height and Charisma by half. The 
‘ard and the inn keeper confi 2 


the entrance to Buffalo Castle. Take 
1000 aaventure points and do what you like 


J The Ena. 


re the 2000 fet 


An alternative to Basic Traveller, 
for generating characters from the 
Navy and Marines. 


PRIOR SERVIC 


The prior service rules in basic Traveller have always struck me Navigation might qualify a character for the Scouts, medium 


by John Conquest 


as inadequate and unconvincing. They produce, at best, middle- 
aged characters, without generating the kind of highly trained 
specialist who's already typical of armed forces and will be com- 
pletely dominant in a Traveffer epoch. Here are some suggestions 
for remedying this. 


scores in several categories might indicate suitability for general 
officer/NCO duties, and so on, Basically, characters should be 
assigned for training in their strongest Aptitude, unless an ele- 
ment of bureaucratic ineptitude is introduced. Scores should be 
kept as characters will qualify for subsidiary training and, in any 


First, abandon the draft and some of the service options. In case, will remain a measure of ability to pick up new disciplines. 
practice virtually all draftees should go to the Army, and being A character who gets low scores all round is assigned to a 
a ground-hog grunt isn’t much of a background for a Traveffer. unit as a non-specialist ranker. Specialists are assigned to units 
The common lot of soldiers, popular history, fiction and films with a O grade in their speciality. Officers are assigned as Ensigns 
notwithstanding, has been, is and will be backwater garrison or Lieutenants with a 1 grade in their speciality. 
duty, with not much chance of going anywhere or learning 
anything but square-bashing. The Scouts should recruit from the 
Navy. The Merchant Marine might take on ex-servicemen, but 
they wouldn’‘t train anybody but family. (Other is still being 


Service. Characters continue to receive training. Options for 
skills gained are: 


developed, probably in the direction of Elite convict units.) Navy 

That leaves, for the time being, the Navy and Marines. Rankers Specialists Officers 
Assuming the Marines to be on the lines of Starship Troopers, Weapons Speciality Speciality 
both services will require at least average intelligence in recruits, acc Suit Aptitudes (if any)  Aptitudes (if any) 
so the Intelligence throw should be 6+1d6. The first step is to Ships Boat Weapons Weapons 
test (2d6) all characters for Spatial Co-ordination. High scores Free Fall Vace Suit Free Fall 
(8-12) go to the Navy, low (2-7) to the Marines. Shipboard Ships Boat Shipboard 

Free Fall 
Basic Training. All recruits receive Basic Training. The Navy’s is Shipboard 
Vacc Suit-1, Cutlass-1 and Free Fall-1 (the ability to function in 
zero gravity). The Marine's is Battle Dress-1, Automatic Rifle-? Marines 
and Survival-1 (the ability to live off the land). Recruits also get Aankers Specialists Officers 
increments to characteristics; Navy get +1 Dexterity and/or Weapons Speciality Speciality 
Education, Marines +1 Strength and/or Endurance, depending Battle Dress Aptitudes (if any) Aptitudes (if any) 
on how generous the ref is. Vehicles Weapons Weapons 
Air Raft Battle Dress Battle Dress 

Aptitude Tests. During Basic, recruits are tested for possible Survival Vehicles Survival 
officer or non-com specialist training. Throw 2d6 against each Air Raft 
category; high scores (10-12) qualify for officer training, medium Survival 


(7-9) for specialist training. 
Notes: Shipboard (general working knowledge of basic ship 


Navy Marines functions) is available to general duty officers. Survival is 
Officer Specialist Officer Specialist available to Command and Tactics officers only. Characters can 
Pilot Helmsman Command Platoon improve 1 grade in two different categories per term, of which, 
Navigation Bosun Tactics Platoon in the first term, one must be their speciality (if any). Referees 
Fire Control Gunner Mechanical Technician can decide on cut-off points in subsequent terms. 
Technical Technician —_ Electronics Technician 
Medical Orderly Medical Orderly Weapons, Armed forces have standard issue weapons and don’t 
Communications Signalman Communications Radioman provide training in exotica. Trave//er seems obsessed with weapon- 
Computer Computerman Computer Computerman ry that is, or will be, obsolete and incredibly dangerous to use 
Administration Purser Administration Clerk ‘on spacecraft. While in the services, training is only available in: 
Though Intelligence and Education need have no direct bearing Navy Marines 
on Aptitude, referees can apply DMs if they wish, Unarmed Unarmed 

Throw again to distinguish between Navy Technical Aptitudes, Unarmed/Free Fall Blade 
for Mechanical, Electronics and Engineering. High score counts Cutlass Automatic Rifle 


Laser Carbine/Rifle 
SMG (Specialists and NCOs only) 
Automatic Pistol (officers only) 


as speciality, any other scores over 3 count as Aptitudes. Record Cutlass/Free Fall 
all high and medium scores. The referee should interpret the Shotgun 
results creatively. For instance, medium scores in both Pilotand Electronic Whip 


MAD DWARF 
YEE 


Ye ISRO OAS UAT IRT 


Se 
FY A As you approach the door you see that this 
place is an inn. A dilapidated wooden sign with 
the paint mostiy gone is flapping in the wind. It 
shows a dwarf with an axe in hand and his, 
B\ tongue sticking out. If you have the ability 10 
detect magic, go 10 18A. Decide whether you f 
wish to enter this place, or take your chances 
with the wolves. If you knock on the door, go 
AI to 16C. 1F vou bypass it, 90 to 17C. 


D You quickly skin the carcasses and cut out 
their hearts to eat on the trail. The pelts keep 
‘you warm, and the wolf hearts give you strength, 
A few days later you stagger out of the moun. 
tains alive and intact, This adventure is worth \Y 
500 adventure points to you, ond you have fg 
2000 gold pisces worth of treasure in your pack. 


B An argument ensues as you try to talk himff you let your legs dangle over the foot of the 
down from the outrageous price of 10gps. Make bed, you get a horrible surprise, A razor-sharp 
vour frst level saving roll on Chorisma (20-CHR), \& guillotine blade shox 

Unless you are an elf, in which cave try for 3 and goes through yé 
third level saving roll on Charisma (30-CHR). It | soft cheese, inflicting 30 hits worth of damage 
You make the roll, you talk him into giving W immediately. If you still live make o first level 
You food. and drink’ included in the 1Ogp. It 

You miss the soving roll you find yourself paying 
20gps for the evening's hospitality. At any rate, 
‘you pay him, Go to 18a. 


makesthe saving roll, go to 130; if you miss it, 
Sh itis The End. 


Referees can decide whether expense is no object and go for 
Laser Rifles or be penny-pinching and settle for Carbines. An 
Electronic Whip, like Stun Guns, is the kind of weapon people 
would use on spaceships. 


Leisure Activities. Even on active service, characters won't be on 
duty all the time. Assuming they use their spare time creatively, 
they can add 1 to any characteristic, except Social Standing, per 
term. Alternatively they can take up gambling, learn languages 
or anything else that suggests itself. 


Promotion. Promotion is invariably easier at the beginning, get- 
ting tougher as you climb upwards. Throw 1d6 per term. A 
lieutenant in the Marines would need a 2, 3, 4, 5, 6 to be pro- 
moted to Captain. 


Navy Promotion Throw 
Other Ranks Officers 
Crewman Ensign not applicable 
Leading Crewman Lieutenant 2,3,4,5,6 
Petty Officer Lt Commander 3,4,5,6 
Warrant Officer Commander 4,5,6 

Captain 5,6 

Admiral 6 
Marines Promotion Throw 
Other Ranks Officers 
Marine Lieutenant not applicable 
Corporal Captain 2,3,4,5,6 
Sergeant Force Cdr 3,4,5,6 
Master Sgt Lt-Colonel 4,5,6 

Colonel 5,6 

Brigadier 6 


Re-enlistment and Mustering Out. Characters sign up, initially, 
for 5 years or the duration and re-enlist for 4 year stints. Under 
normal circumstances characters will leave the services no later 
than the end of their 5th term, having completed 21 years of 
service and reached age 39. They may, of course, be prevented 
by the galactic situation (see below). 
At the end of each enlistment period, the referee should 

throw 1d6 to determine the galactic situation. 

1. Severe cutbacks in services, Re-enlistment on throw of 5 or 
6 only. 
Partial cutbacks in services. Re-enlistment on throw of 4, 5 
or 6. 
Situation normal. Automatic re-enlistment if desired. 
Situation normal, Automatic re-enlistment if desired. 
Partial mobilisation. Muster out on throw of 5 or 6 only. 
Total war. No mustering out. 
In situations 5 and 6 each character throws 1d6 to see if he or 
she has been in combat. Referee assigns probabilities as desired. 
In situation 6 the probabilities should be high, but not 100%, as 
even total war isn’t that total. 


2 
3. 
4. 
5 
6. 


B Greetings! This is the exit paragraph. | trust 
{J you enioyed the hospitality of the Mad Dwarfl 
Inn. Any character reading this paragraph isi 
Prohibited trom going through this adventure 
again. Considering that you probably thrashed 
the piace, you can understand why. However, 
feel free ‘to take another character into the} 
adventure in 2 week or £0 if you want. If this is 
f the second or third time you are reading this 


‘A He takes the money. ‘Sit down, stranger. Do 
you want some stew? How about some booze? 
Tell me about yourself, What have you got in 


‘and on he chatters in a voice like gravel scraping 
fon glass. If you order some stew go to 18C; if 

H you just want some booze go to 19A. If you 
Ej} refuse them both and ask to see your room, 90 


to 28a. if you just want to sand in hon of 
eh Tire and get warm, 90 to 26E 


Killed in action. 

Dishonourably discharged for cowardice. 

Discharged for incompetence. 

Wounded and invalided out with pension and Service Medal. 
Wounded but retained in service. Awarded Service Medal. 
No effect. 

. Awarded Campaign Medal. 

. Awarded Service Medal. 

. Awarded Distinguished Service Medal. 

. Awarded Imperial Medal of Honour. 

2, Awarded Imperial Cross. 

Referees should determine nature of wounds and extent of cash 
bonuses for awards, 


Mustering Out. All characters, unless discharged as above, receive 
a gratuity on leaving the service. Characters who have completed 
5 terms also receive a pension, collectable in cash once a year 
from any A or B Class Starbase. Other ranks get Middle Passage 
automatically if they have completed 5 terms, otherwise they 
get Low or Middle at the referee’s discretion. Officers get High 
Passage. Characters who have been decorated should qualify for 
membership of the Traveller's Aid Society. 


Gratuities Pension 
Crewmen/Marines 2000Cr x terms served 2000Cr pa 
Leading Crewmen/Corporals 2500Cr x terms served 2500Cr pa 
Petty Officers/Sergeants 3000Cr x terms served 3000Cr pa 
Warrant Officers/Master 

Sergeants 5000Cr x terms served 5000Cr pa 
Ensigns/Lieutenants 4000Cr x terms served 4000Cr pa 
Lieutenants/Captains 5000Cr x terms served 5000Cr pa 
Lt Commanders/Force Cdrs 6000Cr x terms served 6000Cr pa 
Commanders/Lt Colonels  7500Cr x terms served 7500Cr pa 


10000Cr x terms served 10000Cr pa 
15000Cr x terms served 15000Cr pa 


Captains/Colonels 
Admirals/Brigadiers 


The hazard throw of the original rules has been omitted. Under 
normal circumstances the services would lose a tiny number of 
men and women in training and ordinary duties. It’s ridiculous 
to spend time trying to build up a character to have him or her 
killed by asingle unlucky dice throw before the game’s even begun. 

Hopefully, these rules produce more convincing and consis- 
tent characters and remedy several faults in the basic Trave//er 
rules — no mention of Communications, Battle Dress training, 
proper Basic Training, logical Weapons training, possibilities for 
advancement for non-officers, the elimination of chance from 
the acquisition of skills, a proper gradation of gratuities and 
pensions. A possible flaw is that players may wish to keep char- 
acters in the services for a full 5 terms, if possible, with the 
result that characters will all tend to be in their late 30s or early 
40s. A solution to this might be to tighten up the odds against 
re-enlistment, though the equivalent of redundancy payments 
should be used to offset this. a 


It dovsn’t matter what spells you threw, 


(30-LK). If you make the roll, you succeeded 
in deteating or driving the wolves away. If you 

missed the roll, they killed you. If you have fy 
beaten the wolves, you must still walk out of 
these frozen mountains. Try to make a 10th B 


level saving roll on Constitution (65-CON}. 11 ¥f 
you made it, you were so tough that you walked 
to safety. You have 2000 gold pieces worth of 
treasure in the pack on your back and get 500 
adventure points for the adventure, go 10 158. 
If you missed the saving roll, you died of ex: 


D He snatched up an axe that was leaning 
against a wall. The weapon is worth 4 dice + 4) 
adds making a total of 4 dice + 34 adds for the 
dwarf. You also manage to get your best weapon 
out. Do regular T&T combat until one of you 
is dead, If you kill him, go to 26C. If he kills }” 
you, it is The End, 


OPEN BOX 


FEDERATION SPACE 


TASK FORCE GAMES 


Federation Space is the operational sister 
game to Starfleet Battles. The map shows 
the area of space occupied by the Feder- 
ation and its surrounding neighbours, the 
Kzinti, Klingons, Romulans, Tholians, 
Hydrans and the unfortunately named 
Gorns. Also included are the despicable 
Orion Pirates. 

The rules are easy to comprehend but 
there are anomalies with the combat pro- 
cedure — specifically what happens to a 
damaged ship which takes more damage. 
A special rule only allows six ships to 
stack together in a hex, This is to prevent 
a player making a single giant stack and 
rumbling around the board flaming all 
before him. However there is a side effect 
of all this. Six large ships stacked together 
cannot be overcome by massed small fry, 
as you can’t mass them, Ships pair off in 
combat. If one side has ships ‘left over’ 
they can be used to double up on some 
unfortunate. Only two results are possible 
if a hit is scored, damaged or dead. Ship 
counters are backprinted with a weaker 
damaged side. It’s good to see a Reaction 
Move rule. This allows a player to inter- 
cept a stack which is attempting to move 
behind his forces. Such a rule effectively 
enhances realism. There are some nice 
special rules; for example Federation 
Scouts have ECM ability and can add adie 
roll modifier in combat to all friendly 
ships in the same hex. This ability does 
tend to further weight combat against 
races like the Romulans who lack heavy 


A You have a couple of drinks, and easily 90 
to sleep, Moke a fiest level saving roll on Luck 


way. A few days later you are safely back in 


points, and you have 2000 gold pieces worth of 


treasure in your pack. Go to 158, the common 


£11.95 
warships. 


Simple encounter rules are used to 
allow players to repair damaged equipment 
and rebuild destroyed ships. Economic 
points are obtained by controlling star 
systems. Fleet Repair Docks are vital here 
as they can repair ships very quickly at no 
cost. A wide variety of scenarios is avail- 
able for two to eight players. A problem 
here is that the races are all of differing 
strengths. This is partly got around by 
suitable victory conditions and the large 
powers having their forces divided into 
fleets, and only certain fleets being 
available against certain powers. For ex- 
ample, the Klingons have seven fleets, but 
only three are available against the Feder- 
ation. The other fleets are made available 
progressively if the tide turns against the 
Klingons, eg all fleets become available if 
Klingon is captured. Gamesmanship may 
dictate that you should not beat an opp- 
onent too badly, even if you can, as this 
would cause more fleets to be released 
against you — posssibly reversing events. 
Despite these balancing mechanisms the 
strategic initiative will always remain with 
the larger powers. When one considers that 
the Tholians only hold one star system 
against the Klingon’s twelve or Federation’s 
eighteen then, no matter how brilliantly 
the Tholian player plays, | doubt he’s 
going to have a happy day. 

Star. Trek fans will be pleased to hear 
that the game can be used in conjunction 
with Star Fleet Battles. Ships are moved 


strategically on the Federation Space 
board but battles are resolved using the 
tactical game. One or two ships in Feder- 
ation Space are not covered by Star Fleet 
Battles or the first expansion kit. However 
| understand this is to be rectified by the 
publication of a second expansion kit in 
1982. 

So to sum up; a reasonable buy for 
megalomaniacs who like to rule the uni- 
verse, a good buy for Star Trek fans, and 
an essential buy for Star Fleet Battles 
enthusiasts. 
Overall: 8 


ORDEAL BY ESHAAR 


John Lambshead 


FASA £3.95 
ACTION ABOARD 

FASA £3.95 
URAGYAD‘N OF THE SEVEN 
PILLARS FASA £3.95 
THE LEGEND OF THE SKY 
RAIDERS FASA £3.95 


The first four Trave/ler adventures in what 
looks like being a prolific range fromFASA 
covers a wide range of adventure situations. 
FASA use the standard Traveller format 
with some minor changes, as well as inc- 
luding a lot more illustrations than official 
Traveller adventures: these relate directly 
to the story and in many cases are shown 
to the players to illustrate a particular 
situation. 

Three of these booklets (the exception 


© The front door of the inn is barely five feet 
in height, and is built of heavy oak, It now slams 
H open and betore you stands a gnarled figure of 


‘8 dwarl, His face is mostly hidden by 9 mass 

OF curly gray beard, One beady red eve neers 

fy dd it to your Dexterity. Oo the same for the] out of @ jungle of dirty gray. hair tumbling 

\} (20-LKI. If you miss the roll, go to 25A. If you fl dwarf who has a Dexterity of 17, The high total ff down from his puinted head over his sloping 
made it you wake up safely ia the morning. The 

,) storm is over and you can continue on your 


tells you it’s time for bed and leads you out of 


om, Go to 28A, 


Common Tongue. ‘It's cold out he 
think | hear wolves.’ If you enter, go to 288; if 
you hit the toad, go to 17C, and if you decide 
to attack him spontaneously go to 19C. 


If you decide to cautiously search the inn, go to| 
 24C. if you decide to stay where you are andi 

ty fo get some sleep by the fire, go to TGA. 11} 
Fal you decide to flee back inta the storm, go to 


being Action Aboard) take place in the 
Far Frontiers sector, beyond the |mperium. 
As far as | am aware, FASA have not in- 
troduced a mapping supplement for this 
sector, which makes getting to these 
locations a little difficult if your campaign 
is set in the official GOW ‘universe’. 

Ordeal by Eshaar pits the playersagainst 
a combination of hostile Zhodani, myster- 
ious aliens and a dangerous world environ- 
ment against the background of the Fifth 
Frontier War. The mission is to discover 
and secure control of affas, a mineral 
compound vital to the war effort. 

Action Aboard is the odd man out. It 
deals with background and potential sit- 
uations aboard the King Richard, a 5000 
ton luxury liner (the subject of a previous 
FASA release in their 15 mm deck plans 
range). Included are many character des- 
criptions of some of the crew and pass- 
engers, together with a sort of shorthand 
of the King Richard's decks as a pull-out 
sheet. It is just about possible to play the 
situations with the sheet, but FASA are 
hoping you will buy the 15 mm plans 
for more playability. 

Uragyad‘n of the Seven Pillars —T E 
Lawrence in space — involves the players 
in a struggle for control of a desert planet. 
Attempt to free the people from the iron 
grip of a cruel invader: Includes pull-out 
mapsheet and a great deal of background 
information and character description. 

Legend of the Sky Raiders — \ndiana 
Jones in space — leads the band of adven- 
turers deep into the jungles and swamps 
of the planet Mirayn, on the track of 
archaeological remains. Also includes pull- 
out mapsheet, background and biographies. 

| liked these adventures. Well produced 
and with plenty going on, the designers 
have provided referees with as much help 
as can be fitted in booklets of this size, 
gone into detail at points in the adventure 
where it’s necessary and not filled out with 
‘chrome’. These comments apply particul- 
arly to the last two booklets — being so 
involved with Traveller on a day-to-day 
basis, it takes something above the aver- 
age to get you interested, and these two 
certainly did that. 

Novice ratings reflect my impressions of 
the ability of new referees to translate the 
information into actual playing sessions. 


Overall: Novice Expert 
Ordeal by Eshaar 6 vA 
Action Aboard 5 6 
Uragyad'n of the Seven Pillars 8 8 
Legend of the Sky Raiders 8 8 
Bob McWilliams 
a ee es) 


eas ICE 


Room and down a hallway, At the end af it, he 


PA its 9 torch aut of a torch holder and a small 


99 to 27D; if you tell him to go in and bring the } have 5000 gold pieces worth of treasure, Go to 
158, 


THIEVES GUILD 

| - £7.95; I - £4.95; II - £4.95; 1V- £3.95 
Gamelords Inc 

FREE CITY OF HAVEN 


Gamelords Inc £10.95 


Thieves’ 
Guild 


os 
HOW, 
| #thieves’ Guild v 


In most FRP campaigns, thieves act as 
scouts rather than as crooks, for lack of 
an appropriate adventuring milieu. The 
big city is where a thief can really excel, 
but most referees haven’t the time to con- 
struct a big city, few city modules are 
available, and most of those that are were 
not made with thieves in mind. 

An exception to this generalization is 
the work of Gamelords Inc, publisher of 
Thieves Guild, Each of their continuing 
series of Thieves Guild modules offer 
scenarios for a party consisting principally, 
if not entirely, of thieves. Descriptions are 
thorough, with numerous realistic and be- 
lievable non-player characters with whom 
player characters can react in a variety of 


B_ Each dwarf female gets 2 dice + 20 adds in C The tavern is quickly hidden from sight by 
H combat, They have Constitutions of 1B each, It | the increased fury of the storm, As you stagger 
J} you kill all three of them, you will get 100 ad- 

SEXY Venture paints, Exploring below the trapdoor 


ways, sometimes over a long period of 
time. There are virtually no monsters in 
the scenarios and the city; humans and 
other humanoids provide as much oppo- 
sition as any thief is likely to want. Players 
must use traditional thiefly skills —includ- 
ing stealth, savvy, and discretion. — in 
order to survive. They cannot rely on 
hack-and-slash or on superior character- 
istics of their characters. In fact, the 
player thieves are expected to be people 
who would rather not kill, but will kill 
if there is no alternative. This is a refresh- 
ing change from typical FRP bloodlust. 

The modules are written for Gamelords* 
own rules, which are not yet separately 
published. However, Thieves Guild / (and 
#1) provide most of the information needed 
to allow referees to convert the module 
to their own system. Basically, Game/ords’ 
game is a D&D variant with considerable 
expansion of the thiefly skills and rules for 
such details as tailing and eluding a tail. 
Although there are some magic-users in the 
scenarios, few guidelines for magic are pro- 
vided. Levels, and especially treasure sizes, 
tend to get a little out of hand at times. | 
recommend reducing treasure sizes to one 
tenth for AD&D, even more for some 
other games. 

There are now five numbered Thieves 
Guild (TG) modules, plus one ‘Special’. 
The contents of the first four, briefly, are: 
/ — TG rules, highway encounters, two 
shops to burgle;// — additional rules, tomb- 
robbing, highway; /// — the Duke's Grand 
Ball and mansion, wizard’s tower; /V — 
Thieves Guildhall, thief vs thief in adocks/ 
seaside area. 

City of Haven differs from the TG 
series insofar as it describes one third of a 
city of 80,000 people, complete with lists 
of street encounters and dozens of plot 
suggestions, a large map on slick paper, and 
eleven sub-maps. While 7G modules aver- 
age 50-60 pages, Haven is 126 pages of 
small print. There are few maps of indiv- 
idual buildings, and many buildings are 
unaccounted for, not surprisingly in a city 
of this size. The place is designed for hard- 
core role-players, fans of improvisational 
theatre who enjoy a long chat with an 
NPC as much as they enjoy a fight, because 
there'll be more talking than fighting in 
Haven if player characters intend to stay 
in one piece. To run Haven the referee 
should be experienced and patient. 

Gamelords’ products are not for every- 
one, but a boon to the minority of F RPers 
at whom they are aimed. 

Overall: 
TGI-9;TGIL-7;TG IN-7;TGIV-8 
Haven - 9 Lewis Pulsipher 
THE MAD DWARF: 
SSS SEES TREY i GF 


26A; if they kill you think about how warm 
and ‘safe you could have been inside that inn 


fon down the mountain you lose track of time. 
Consciousness fades into a stupor of taking one 


step and then the next, Eventually you stagger 
‘At that moment the wolves attack, 


effects of frostbite and exhaustion. If you would 


normally use magic instead of weapons, write | Add 1 Strength and 1 Constitution point to 
down the first three spells you intend to throw 


Bh and go to 15C. If you kil 


Dear WD, 

In re- sponse to Andy Jarvis’ 
request for a good interpretation of 
the one-minute melee round, here is the 
way | understand it. 

If one may be allowed to quote the 
DMG for a moment, | notice that it states: 
‘During a one-minute melee round many 
attacks are made... One, or possibly sev- 
eral, have the chance to score damage.’ 
And so on. So during the amorphous blob 
that forms one minute, a lot of combat is 
carried out, and at the end of that minute, 
the hits and damage are totalled up and 
marked off the hit points of both com- 
batants. Crude, but it works, and well 
enough for the purposes of D&D. After all, 
it is the role-playing which is important 
in any FRP, not the details of who-does- 
what-to-whom-and-did-I-give-him-a-nose- 
bleed. Admittedly, one round is a little 
long — RuneQuest melee rounds last only 
twelve seconds — but then again, it is split 
up into segments, when shorter periods 
are needed. The blessing of the D&D melee 
system is that it is so very simple and 
quickly resolved, er, I'll take that last 
comment back — have you ever bothered 
to pit two 20th level fighters with ordinary 
longswords and plate armour against each 
other? It can take ages. 

Finally, may | just say that it’s good to 
read a bit of fiction in the magazine — 
may this greatly improve. Also, how about 
concentrating a little on different FRP 
systems, for example Fantasy Trip? Even 
a bit of Top Secret? Perhaps if people saw 
the game in action in WD, they might be 
tempted to buy it to see what it really is 
all about. Congratulations for putting in 
Tunnels & Trolls, by the way, | hope this 
is a regular feature. 

M Quartermain, Sussex. 


TATHE MAD DWARF 


A Your psychic senses note something strange 


About this Guiding ~ it eems tobe in thecontre JB He jumps clear and rune through a curtained 
of 3 magical dead area — a place where no magic {¥ doorway. You look around, noting that you are saving roll on Constitution (25-CON). If you 


will funetion. Note: this means any magical 
weapons, artifacts, or armour that you have on 
your body will serve only as ocdinary items of 
that type. Any spells you may attempt to cast f 


in this area wall have no effect. Attributes that ff If you wish to follow him through the doorway 
90 0 248. If you run back out into the storm A ributes permanently, Your host brings over al 
9 to 176. {If you just wait to see what happens f small cask of ale and two pewter mugs ond slaps f and you have 5500 gold pieces worth of treasure. 


‘are enhanced because you are wearing some 


Dear.WD, 
{am writing to you about 
an argument that occured 
during a campaign, The 
argument was about a 
2nd level fighter who 
killed a type III 
demon with psionics. 
His psionic ability was 
206. When he said he was 
going to attack with psionics 
| laughed, but the demon had a 
psionic ability of 100 and what's 
more a type Il demon has one more 
defence mode than a type Ill. He att- 
acked with a Psychic Crush and | de- 
fended with a Mind Blank. But he then 
showed me the PHB, It said the only de- 
fence was a Thought Shield. | looked in 
the DMG. \t gave a percentage chance of 
death on all defence modes but it also 
said on p78 that the only defence was a 
Thought Shield. We took it as no defence 
at all and looked at the psionic attack 
upon defenceless psionic table. The demon 
died and the player was victorious. Could 
you please tell me why. 
Yours sincerely, 
Gregory Coleman, Devon. 


You've misread the rules, here. In the 
DMG and the PHB it says that the user of 
the Psychic Crush can only use a Thought 
Shield in defence. So, the Crush used 
against a Mind Blank would give only a 
20% chance of killing the demon, remem- 
bering that the fighter’s psionic attack 
would be 103, half of 206, No doubt the 
demon would then (if he survived) have 
used a Crush of its own which your 2nd 
level fighter could defend against only 
with a Thought Shield — if he knew how 
to use one! —Ed 


Dear WD, 

| have a number of questions concern- 
ing AD&D. They are mainly to do with the 
spell phantasmal force and its derivatives. 
1. If phantasmal force is used to recreate 
a fireball can material objects be damaged 
by it. As the DM, | claim that they are, 
since the spell has energy, and if no dam- 
age was caused the spell would not have 
reacted. The players say that the items 
should not be damaged as an unintelligent 
object cannot believe in an illusion. Who 
is right? 
2. Can a phantasmal force be used to 
recreate any spell and if not what are the 
restrictions? 
3. Can a phantasmal force be used to 
create an animate object, eg a storm giant, 
and if so can it be killed or dispelled. 
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Y\ smell. Nevertheless, you gag some down, 
QA tastes a lot like anrhracite. Make a second level 


fall, the stuff is setually nourishing you. Add 
Sirength and 1 Constitution noint to your at-{| to the torch. A few days later you reach Kazan 


4, Exactly how do you determine the hit 
points of a multi-class character; if you 
always average the hit dice they are cheat- 
ed of hit points and how do you then 
deal with a 4th/3rd level? 

Sincerely, 

Nigel Cole, Herts. 


— The phantasmal force spel! is a visual 
illusion (without audial illusion) of a spell, 
object or being and will only affect those 
who believe it, It cannot bea fireball, only 
appear as one, so it won't affect material 
objects. An iflusion can only be created 
effectively if the object or spel! has been 
seen or cast by the MU or illusionist, other- 
wise it‘lt be a very poor illusion indeed, 
Note also that it’s only the physical effects 
of a spell that can be created, not the spell 
itself. Of course, the illusion of burnt 
objects could be created along with the 
fireball. You couldn't create an illusion of 
a lock spell, for instance, Phantasmal force 
can be used to depict a storm giant (re- 
membering the above restrictions). The 
spell fasts until disbelieved or until it is 
struck, unless the caster makes it react 
appropriately, or until the caster ceases 
to concentrate on it, either by choice or 
by taking some kind of action likemoving 
or being hit in combat. 

As to the determining of hit points the 
rules say that you throw the hit dice and 
divide by number of tevels, ie a 1st level 
fighter/MU would throw 1d10 and 1d4 
and divide the result by two. Say the same 
character is at 3rd fevel in both classes, 
He goes to 4th as a fighter, so he throws 
1d10 and divides by two and adds the 
result, doing the same with 1d4 when he 
rises to fourth as an MU, —Ed 


Dear WD, 

| disagree with R J Leedham’s letter 
about a computer department. You do 
not need to own a computer to play com- 
puter games — many schools and colleges 
have suitable computers, which in my ex- 
perience are used for games more than 
anything else. In addition, there are many 
computer play-by-mail games (see WD 19) 
which are run through a central computer 
but may be played by anyone. | think that 
as White Owarf tries to cover ali areas of 
SF/F gaming, to leave out this growing 
area of gaming would be to ignore an im- 
portant aspect of the hobby. | hope that 
White Dwarf does go ahead with the plan- 
ned computer games department — it will 
provide a useful link between computers 
and SF/F gaming. 

Yours sincerely, 

Robert McMahon, Dorset. 


[D Beating them all together is worth 300 ad- 
venture points, With all the time you need, you 


find 3500 gold pieces worth of easily portable 
treasure, When you're done, you put the place 


Take 1500 adventure points for the episode, 


them down an the table. "Hey, you wanna 
drunk?" he asks, If you want to get drunk with 
him, go to 24D; if you just want to go t0 bed 


now go to 28A, 


. a th Ready 


Combining the AD&D Combat Tables 
by Lewis Pulsipher 


The profusion of combat tables in AD&D is daunting if not con- 
fusing. The weapons table in the Players Handbook (p38) must 
be consulted as well as the combat matrices of the Dungeon 
Masters Guide (p74), taking into account the attacker's character 
class and level. But with a little effort one can combine all these 
tables into one generally applicable combat table. Everything 
needed can be typed on one page, and this speeds up combat 
considerably. 

The idea is to devise a table which states the basic probability 
for each weapon type to attack each Armour Class from 0 to 10. 
Then the effects of character class and level are accounted for 
by a bonus to the attacker’s die roll. (When the target has a very 
good Armour Class, requiring a 20 to hit according to the normal 
combat matrices, the system | am explaining may not work, but 
one can always return to the normal, slow means of combat 
resolution on these rare occasions.) 

For example, the basic number a zero level human needs to 
hit is: 

Armour Class 23 4 6 6 7 8 9g 10 
No needed to hit 19 18 17 16 15 14 13 12 11 


When this basic human uses a longsword against a creature wear- 
ing armour, the following modifications to the die roll are 


required: 

Armour Class 23 4 8 @ 7 8 -9 f0 
No needed to hit -2 -1 0 0 0 0 O #1 +2 
This means that the zero level human needs the following to hit: 
Armour Class 23 4 5 6 7 8 9 10 
No needed to hit 21:19 17 16 15 14 13 11 9 


(Note that a plus modification to the die roll becomes a minus 
modification to the number needed to hit — it is easier to hit.) 

Once you have figured out similar scores for each weapon 
you have your basic combat table. | type these scores, plus other 
weapons information from page 37 of the Players Handbook, on 
one line on my table in the order: weapon's name, space required, 
damage vs man-size, damage vs larger than man size, AC 0 to 10, 
speed, length. 

Now one must look at the combat matrices to determine 
modifications according to class and level. For example, a 3rd 
level fighter needs an 18 to hit ACO, and at each AC value from 
0 to 10 he needs 3 less to hit than a zero level human needs. 
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Therefore his bonus is +3. Bonuses for all classes and levels are 
shown in the following table: 
TO HIT TABLE 


Fighter 
Paladin 
Ranger 


Thiet 
_| Assassin 
ml 


Magic-User| Monster 
Musionist | thit dice) 


5 
67 


40-11 
1213 | 
4-15, 


8. 
20 
i 


i 
t 
2 
2 


The numbers in the main part of the table are the levels. For 
example, a 3rd or 4th level fighter has a bonus of +3, An 8th 
level cleric has a bonus of +5. Find the class at the top, move down 
the page until you find the appropriate level, and look across 
to find the bonus. (Note: | have divided most classes into more 
graduations than are used in the DMG tables. If you prefer not 
to make this change you'll have to re-calculate the bonuses 
yourself.) When the adventurers meet a monster the DM, know- 
ing the Armour Class, can state what basic number is needed to 
hit the monster with each kind of weapon the party is likely to 
use. The DM doesn’t have to figure out what each player needs 
to hit, nor does he need to consult many tables. 


Example: A 7th level thief attacks a temple guardsman in plate 
mail (AC3) with a sword. The basic number to hit is 18. His 
bonus is 2 with a -1 weapon to hit armour adjustment which 
means he needs a 17 to hit. 

There follows a selection of weapon to hit tables, using this 
method. Weapon vs AC adjustments have been combined with 
level bonuses to give easy-to-use combat tables. Find the correct 
weapon table, then cross-reference the level and Armour Class 
to find the number needed to hit. 

The DM can type up further weapon tables in this way. 


Notes: 7. Remember, when the Armour Class derives from nature, 
not artificial armour, the basic hit probability is used without 
alteration by weapon type. (See DMG, p28, Weapon Types, To 
Hit Adjustment Note). 

2. In the case of magic armour, the modification against AC 
must be taken first and then the bonus added to the number 
required to hit. For example, vs +3 chainmail, find what is 
needed to hit AC 5. Say it is 15. Then add the magical bonus, so 
an 18 is required to hit. The same procedure must be applied 
when taking into account dexterity AC adjustments. 

3. When a monster attacks without weapons add the hit die 
bonus to the basic score needed to hit (up to 1-1 hit dice on 
the DMG combat table). 

4. Those classes unable to use the weapons indicated have either 
been deleted or labelled ‘Not Applicable’. (See over.) > 


a PEN Seah eo 
B_ The dwarf crawls inside, Suddenly the trap: 
Y door closes behind him, cutting you off trom 
him, A few seconds later you hear his hollow |f combat adds; he gets 1 die + 30 combat adds. f 
laugiter booming through the wall. You search | The dwarf has a Constitution of 36, If you kill 
Hf him in one combat turn, go to 25C; if he kills 


SWC Your attack is so sudden that neither you ¥ D When you enter zhe common room in the 


{in your pack,” he snarls, and Ill let ya live, Now! 
If You throw him the treasure, go to 27B: if 


better, The dwart has been sopping it up like a 
sponge, too, Now he focuses his one good eye! 


draw weapons for the second combot round 
Take your best weapon — the dwarf will grab 

J) uP an old wood-axe worth 4 dice + 4 adds. Now 
Y itis a fight to the death. If you kill him, go to 


also. a dvart in which case he locks eyes with he 
You), ond asks if you want to play darts, see the ff 
Al dancing gitls, or go to bed, If you want to play’ 
7} darts, go to 27A; if you want to see the dancing 
aj Btls G0 to 138; if you want to go to bed, ga to 
280, 


FOOTMAN’S MACE 
TO HIT TABLE 


Tmour Ch 


TO HIT TABLE 


Magic-User| 
Muslonist 


Not 


Applicable 
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HAMMER 
TO HIT TABLE 


Fighter 
Paladin 
Rang 


Bao 


Not 


Not 


Applicable 
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Applicable 
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TO HIT TABLE 
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/Magic-User 
Musionist 


Not 


Applicable 


JAVELIN (THROWN) 


TO HIT TABLE TOHIT TABLE 
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‘ghter | Corie, 
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Fighter Cleric 
Magic-User] Monster Patadin | Monk [Magic-User| Monster 
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RUNERITES 


RuneRites is a regular department featuring readers’ ideas for 
RuneQuest, edited by Oliver Dickinson. This issue . . . 


CRIME and PUNISHMENT 


As Geoff Winn remarked in a letter to me, ‘Most players are just 
as cautious with a Zorak Zoran character as they would be play- 
ing a Chalana Arroy member’. Here is a way of trying to ensure 
that they play their roles more authentically, and of rewarding 
behaviour beyond the call of duty. The Spirits of Reprisal, it 
should be remembered, are for punishing really serious offences, 
especially leaving the cult, and the various Orlanthi spirits are 
for specific offences (the Impests are concerned with minor in- 
fractions, even less serious perhaps than those contemplated 
here; their effect might be represented as a temporary loss of 
CHA, which might come through in the expenses of training and 
purchasing magic or in Bargaining). 

As an example of the kind of behaviour that might merit a 
reward roll, Geoff Winn presents the following: three concealed 
flow level characters (lay members or recently accepted Initiates) 
observe three Chaos creatures (eg broos or scorpion men) for 
whom they seem barely a match. They decide to break cover 
and attack them. One is then unable to face the fight and runs 
away, which would deserve a punishment roll. The remaining 
two are clearly overmatched but fight on, getting reward rolls 
for their courage. Note that whether a character gets a punish- 
ment or reward should depend on cult preferences; eg Zorak 
Zoran members are expected to attack Chaos creatures and 
would be more interested in the general display of courage or 
cowardice, Eiritha specifically in protecting herds, etc. If ad- 
venturers have no cult affiliation, then of course they neither 
benefit nor lose; but one might suggest that such persons would 
seem suspect in the parts of Glorantha best Known so far, 
Dragon Pass and Prax. -OD 


Cults of Prax provides extensive descriptions of some of the cults 
of G/orantha, together with a wealth of background material on 
the history of the area. With so much background available it is 
usually fairly easy to decide how a character would be expected 
to behave in a particular situation by his/her god. However, it 
doesn’t follow that just because a player knows what should be 
done, that it actually will be done! One way for a DM toenforce 
cult discipline is simply to refuse to allow players to do things 
that the cult wouldn't like, but this is artificial. A better way is 


by Geoff Winn 


to let the players do what they want, but also to let the gods 
express their opinions, by either rewarding players who do some- 
thing their cult approves of, or punishing players who ignore 
cult restrictions. 

If a member of a cult does something that his/her god would 
be particularly interested in, then roll percentile dice and, if the 
result is less than or equal to the character’s current POW (not 
characteristic), the god or spirit of the cult has noticed whatever 
was done, for better or worse. Essentially this represents the 
chance that the god, or one of his/her more powerful servants, 
was in the vicinity at the time and/or happened to be watching. 
If not, then either the wrong-doer has escaped (this time!) or a 
potential hero has been overlooked. Remember that a Rune 
Lord's POW will always be 15 or more for this purpose, and that 
the event has to be worthy of note. If the god did notice, then 
roll percentile dice again and for good cultists consult Table 1, 
for wrong-doers Table 2. The result is applied immediately and 
not at the end of the scenario (as most normal increases are) be- 
cause the changes are gifts (or curses) from the gods and not 
acquired by any kind of study. This can be important if a char- 
acter gets some improved ability in the middle of a fight. If a par- 
ticular result doesn’t apply (eg a Rune Lord rolls 04 on Table 1), 
then the character gets nothing — assume the god wasn’t inter- 
ested this time. 

The tables are deliberately set up so that the better a char- 
acter is, the less likely he/she is to benefit from Table 1 and the 
more likely to suffer from Table 2. This is because capable char- 
acters have less excuse for running away, while even the gods 
don’t expect much from a beginning character. This kind of div- 
ine meddling has an honourable precedent in the Greek myths, 
in which the gods frequently aid their favourites and punish 
those who don’t show respect. In a similar way it should be 
possible to develop quite ‘well-rounded’ ‘characters for the gods 
in a campaign — making them more interesting than the usual 
anonymous crowd who created the world and then do nothing 
but perform Divine Interventions. 

By all means feel free to alter the tables to suit your own 
requirements, and if you can come up with some really good 
ideas, why not share them with the rest of us? a 


Table 1 — Rewards 


Table 2 — Unpleasantnesses 
Roll on Table 1 (Again, just 71-75 Immediate increase roll in 
Stealth skill of own choice. 


o1 


01 Roll twice, and apply both 61-65 Immediate increase roll in 
results. Manipulation skill of own 

02-05 Initiates and lay members choice. 
only: add 1d6 POW to your 66-70 Immediate increase roll in 
Allied Spirit, if you ever get Perceptionskill of own choice. 
one (this is not cumulative, 71-75 Immediate increase roll in 
if you get it again). Stealth skill of own choice, 

06-10 Lose one geas, if you have any 76-80 5% increase in language of 
(determine which randomly). ‘own choice. 

11-15 immediate CON increase roll, 81-85 5% increase in next attempt 

16-20 Immediate DEX increase roll. to persuade cult examiners 

21-25 Immediate STR increase roll, ‘of anything (eg attempt to 

26-30 Immediate POW increase roll. become RuneLord). 

31-35 Immediate Defence increase 86-90 One use of one of the cult 
roll. special 1pt Rune spells. 

36-40 One use of small cult Elemen- 91-95 One use of Divination (if 
tal (if cult has none, then available from the cult). 
nothing), 96-99 Nothing. 

41-45 Immediate increase roll for 00 Roll on Table 2 (Even gods 
attack percentage of weapon can make mistakes, but I'm 
of own choice, not sure | buy this — just 

46-50 Immediate increase roll for nothing? — OD) 
parry percentage of weapon 
of own choice (nor shield), 

51-55 Immediate increase roll for Note: Defence is increased by roll- 
parry percentage of shield ing INT or less, characteristics by 
only. rolling (21 — present level) x 5 or 

56-60 One use of one of the cult less, skills by rolling (100 — pres- 
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Rune spells for healing (if 
any). 


ent percentage) + experience bonus 
or tess, on 14100 in each case. 


02.05 
06-10 


11-15 
16-20 
21-25 
26-30 
31-35, 
36-40 
41.45 


46-50 


51-55 


56-60 


61-65 
66-70 


nothing? — OD) 
Nothing. 

Take an extra geas, if given 
by your cult. 

Immediate Defence decrease 
roll. 

5% decrease in best language. 
Lose 1 pt of CHA. 
Immediate decrease roll for 
CON. 

Immediate decrease roll for 
DEX. 

Immediate decrease roll for 
POW. 

Immediate decrease roll for 
STR. 

Immediate decrease roll for 
attack percentage with best 
weapon. 

Immediate decrease roll for 
parry percentage of shield 
only. 

Immediate decrease roll for 
parry percentage of best 
parrying weapon (not shield). 
Immediate decrease roll for 
best Manipulation skill. 
Immediate decrease roi for 
Perception skill of ownchoice. 


76-80 


81-85 


86-90 


91-95 


96-99 
00 


Notes 


Permanently lose 1ptofbattle 
magic (determine which ran- 
domly). 

Lose one use of a Rune spell 
(if the spell is one use only, 
it is gone), 

Double chance to Fumble in 
all attacks and parries until 
you do Fumble; back to nor- 
mal after that. 

Subtract 5% from next att- 
empt to persuade the cult 
examiners of something. 
Victim of bank raid; lose 
half of banked money, 

Roll twice and apply both 
results. 


Defence is decreased if more 


than INT x Sis roiled on 10100, by 
5%; 96-00 always loses 5%. Charact- 
eristics are decreased if the level of 
the characteristics or less is rolled 
on 14100, and 5% is lost in any skill 
if the percentage of the skill or less 
is rolled on 10100 (01-05 always 
toses 5% for a skill, 96-00 always 
Jeaves it unchanged). 


Starbase isa regular department ‘composed OH readers’ ideas tor 
Traveller. This issue . 


ADDITIONAL DETECT R SYSTEMS FOR. TRAVELLER STARSHPS 


There are, in our own world, many different systems for the 
detection of aircraft. Therefore it follows that in a Traveller 
universe there will be a great variety of systems for the detection 
of spacecraft. In the rules governing starship construction there 
is a very limited selection of detection equipment available to 
players. We feel there is a need for a wider range for use in scen- 
arios and campaigns and so put forward a few suggestions. 

NB An active system is one in which an object is detected by 
the reflection of some ray or beam transmitted by the detecting 
ship. A passive system is one which detects an object by receiving 
emissions directly from the object. 


The Basic Sensor Package 

This is an expanded description of the system outlined in Book 2, 
page 33. It consists of a radar guidance system which can detect 
any object up to one hundred thousand miles distant, in open 
space, and an object in planetary orbit at up to ten thousand 
miles. There is also a companion passive system capable of de- 
tecting ships only, as opposed to space debris, at ranges of up to 
half a million miles when installed on civilian craft, and at up to 
two million miles when installed on scouts and other military 
vessels. 

The final component of the basic sensor package is the trans- 
ponder decoder. All ships are fitted with transponders which 
continuously transmit the name of the ship into which it is 
fitted, its planet of registration and purpose. The transponder is 
extremely inaccessible and is thus very difficult to tamper with 
except on pirate vessels as described in Supp/ement 4. The basic 
sensor yields no information about the object other than its 
presenice, position and trajectory. 

NB A ship which shuts down all its systems, including power 
plant and transponder, is treated as space debris for the purposes 
of detection. 


Engineering Perception Package 

This is the first sensor package to give more detailed information 
about the vessel being observed. It is a passive method of detection 
working on the neutrino emissions of power plants, manoeuvre 
drives and jump drives. It relays accurate information on the 
size, in tons, of each of these major engineering components. It 
also gives the total displacement of the observed vessel. 

NB \f the High Guard construction rules are being used then 
it is the tonnage of the power plant that is given and not the 
power plant number. In other words the sensors can not define 
the tech level of a vessel. 


Component Perception and Analysis Package 

This is a more sophisticated version of the EPP. It is an active 
system and analyses all the major components and areas of a 
vessel to deduce its specifications (if High Guard is being used 
then the entire USP will be given) except that it can only estimate 
the number of personnel on board. This estimate is based on the 
number of staterooms and low berths present. For example, if 
a ship has four staterooms then the ship’s complement will be 
between four and eight. 


Deck Plan Analysis 
A finely tuned advancement of the CPA, this package gives all 
the information relayed by a CPA and in addition gives full deck 


ISTARBASE 


by Antony Cornell 
and Martin Barrett 


plans. The deck plan readout takes twenty minutes to be collated 
before being displayed, as opposed to all other sensor packages 
which produce readouts instantaneously. Like the CPA, it is an 


active system. 
NB Referees are advised to prohibit this sensor package’s use 
by civilian player characters, for obvious reasons! 


Life Detection 

This is the most sophisticated sensor unit and, because it provides 
no information about the physical nature of the ship it scans, it 
is generally used in conjunction with one of the aforementioned 
packages. 

The visual display takes the form of one dot for each living 
cell present, thus on scanning a normal atmosphere, a haze of 
dots, representing micro-organisms, is seen. Higher organisms 
are seen as silhouettes unless micro-organism density is very high, 
obliterating all detail, As death of individual cells takes place 
subsequent to actual body death, a corpse may register on 
instruments for some time. 

The angle of scan is very small and therefore it will take sev- 
eral minutes to build up a complete picture of a ship. Range is 
extremely limited, being only three hundred miles. 


Scanner Alarms 

These appear at tech level A. They have a mass of three tons 
and a cost of five hundred thousand credits. The alarm alerts the 
crew whenever it is scanned by an active system. 


Planetary Scanning 

Planetary surface installations may be scanned by the more ad- 
vanced sensors in the same way as spaceships, unless the install- 
ations are subterranean. It may be impossible to scan for surface 
life due to the overlapping effect of atmospheric micro-organisms 
forming an opaque layer. 


Sensors in Play 
All sensors, active and passive will require equipment on the 
ship exterior and must be protected by radomes etc. Sensors are 
especially vulnerable to battle damage and cost of repair is as for 
any other ship system as described in Book 2 or Book 5, 
Attempts at repair by characters during battle requires at least one 
character to leave the ship and for the ship to stop accelerating. 
This system of detection methods and equipment is only in- 
tended as a framework and leaves room for addition and adjust- 
ment as referees and players see fit. a 


Mass EP Cost 
Basic Sensor Package =O) Wes 
Engineering Perception 2 1 
Package 
Component Perception and 3 2 
Analysis 
Deck Plan Analysis 3 2 3 


Range 
asBook2 
1.5 250 


2.5 500 
250 


Life Detection 2 1 5 0.3 


Mass is in tons: EP is energy point requirement: Cost isin MCr: 
Range is in thousands of miles; ships maintaining complete 
silence and ships in orbit are subject to the standard Book 2 
ranges. 
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V2™ if makes you mad enough to go out and attack your 


TREASURE CHEST, 


Treasure Chest is a regular department devoted to D&D. This 
issue, readers’ own ideas for... 


Amulets & 


Talismans 


AMULET OF SPELL DEFLECTION 
by Dave Morrison 


Whenever a spell is cast at the wearer of one of these Amu/ets 
there is a 50% chance that the spell will be deflected away in a 
random direction, This variation on a Ring of Speff Turning may 
cause friend and foe alike considerable consternation. 


TALISMAN OF URDAEUS 
(Order No IV; 4C, see Treasure Chest, WD29 for operation) 
by Arthur Woodworth 


In its common form this Ta/isman appears as a snake bracelet 
worn on the arm or around the ankle. The required ingredients 
include gold, biood and venom of a snake, topaz and bitter aloes. 
An evil cleric must use the spells bestow curse, protection from 
good and sticks to snakes to create it. 

The Talisman has no effect unless the wearer is slain, At this 
moment the bracelet animates and turns into a snake (AC3) 
with the hit dice/points of its wearer and a 5% chance per level 
of its creator of being poisonous. It will attack the killer of the 
wearer and none other, relentlessly pursuing its victim. It always 
dies after achieving its objective. 

There is a rarer form, known as the Nemesis Tattoo. This is 
an elaborate tattoo on the wearer’s skin, which behaves as per 
the Talisman. 


AMULET OF THE ASTRAL PLANE 
{Order No V1; 7C, 9M, see Treasure Chest, WD29 for operation) 
by Arthur Woodworth 


Ingredients include silver, poppy seeds, mandrake and the astra/ 
spell. The effect of this Amu/et is to give an extra saving throw 
from the Psychic Wind and attacks from Astra/ monsters, where 
appropriate. 
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A You have enough presence of mind to ex: 
‘amine the bed closely before getting into it. I 
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can stil ight, you reel back into the Common \ 
Room and the mad dwarf follows you swinging} 


TALISMAN OF THE EYE 
by Anthony Howcroft 


Wrought from gold, this small Talisman is shaped in the form of 
an eye, It is used to ‘stare away’ evil spirits and has many powers. 
Upon the owner’s mental command it can project a4 protection 
from evil spell in a 5‘ radius (as per the cleric spell of the same 
name). It can create a 5’ radius sphere of protection ‘rom demons 
and devils about its keeper (as in the scrolls of those names) and 
will turn undead as would a 6th level cleric. This last power is 
automatically activated. The other two abilities of the Talisman 
are both activated by the owner’s thoughts and will last for 
2-5 rounds. Undead repulsion is involuntary and the owner 
cannot stop it. !t will work once an hour. Protection from evil, 
devils, and demons can only be activated once a day. Finally, 
on full moons the Amufet loses all of its power for the day. 


TALISMAN OF MUREN-SHI 
by Peter Rasmussen 


This Talisman was created by a powerful cleric named Muren-Shi. 
As far as the public knows, only one was made, However, it is 
not impossible that Muren-Shi may have made others. Physically, 
the Talisman is the insignia of Muren-Shi’s god, a round sunburst 
of gold. 

The Talisman may only be worn by Lawful Good clerics of 
9th level or over. If a Neutral, Lawful Neutral, or Neutral Good 
person attempts to put on the Ta/isman, it will immediately fall 
off. If anyone else attempts to wear it, the Tafisman will dis- 
appear by te/eportation. 

In effect, the Talisman is a semi-sentient spirit encased in the 
sunburst-insignia by the divine mandate of Muren-Shi‘s god. If 
worn by a Lawful Good cleric of 9th level or more (clerics of 
lesser levels may wear it, but will be unable to use it; such an 
act would be sacrilegious, and would cost the wearer 10 xp per 
hour) the Talisman will bestow the following powers: 

Detect evil three times an hour, protection from evil twice an 
hour, Know alignment twice a day, remove curse once a day, 
exorcise once a month, dispe/ evil once a month. 

Also, the Talisman has two special powers: It functions as a 
continual b/ess on the wearer, and if the wearer wishes it, he 
may, once a month, cause one person only to repent. This means 
that the person (who must be Lawful Good) will repent any 
non-alignment deeds of his entire life and take drastic steps to 
atone for them. He will — probably, but not necessarily — ask 
the cleric for guidance. 


AMULET OF MAGICAL PRECOGNITION 
by Dave Morrison 


This valuable item allows the wearer, on touching a magical item 
for the first time to receive a brief image providing a clue to the 
nature of the item’s powers. The clues should be obscure and 
offer a variety of interpretations. For example, a pair of Boots 
of Dancing will perhaps send an image of an umber hulk, a 
Nine Lives Stealer Sword might show a wight, and a Potion of 
Delusion could really set up the Amu/et’s user — eg an image of 
aman flying. The advantages of the Amufet should outweigh the 
disadvantages, as a few good guesses will prove, however the 
user will find that to get a clear image he/she will have to remove 
all other magic items on him/her. 


Next issue: Drugs in D&D. 


© _You find the stew in the pot. If you wish to 
at some, go to 17D. You find the booze behind 
the bar, if you wish to drink some of it, go 0 f 
27C. You find 2 little room with bed in it. f 
The bed is only 4 feet long, but is obviously 
massively built. If you wish to collapse on it fl 
fand go to sleep, go to 27E. You find a kitchen ff 
with oll sorts of provisions and cutlery, There [J and says, ‘Hic, | gotta surprise for ya. | got 
is nothing interesting there. You also find af dancing girls in this place. Let me go call ‘em.’ Vy 
gong near 8 trepdoor at the end of a short hall. \ He staggers to his feet and aut of the room. Gof 
Tf you decide to ring it, go to 25B. If you wish \j to 138. 5 
to ignore all these options and go back to the 

Common Room to sleep betore the fire, go to jf 

176A. 


D Before long you are both feeling no pain, 
singing old dwarven drinking songs, and pound: 
ing boisterously on the table. He ieers at you 


CCASUCE Faye 


‘A Review by 
lan Livingstone 


There | was, one of six, walking slowly 
down a dark corridor wearing an old cloak 
with a shield on my arm and sword at the 
ready. The candle flickered, Nobody spoke. 
At the end of the corridor light shone from 
beneath a door. We stopped to whisper a 
plan. The scout, wrapped but for his eyes 
in black robes, slipped into the shadows 
ahead to listen at the door. Moments later 
he returned to tell us that there were 
probably six orcs inside a room on the 
other side of the door playing dice and 
drinking. We tiptoed towards the door 
and prepared for battle. The elf drew his 
bow, the wizard conjured up a magic 
missile, the cleric held his mace, the scout 
drew his daggers and | gripped the reassur- 
ing steel hilt of my sword, Suddenly the 
scout kicked open the door and we charged 
screaming, into the room. The battle was 
soon over, the orcs were slain. We exam- 
ined their bodies and found a few coins 
and a key. The key opened the door to an 
adjacent room wherein we found an elven 
maid sitting silently in the corner. She 
would not speak. We also found three 
colourless liquids in glass jars, Nobody 
volunteered to drink any of them, This 
was real role-play, Then the referee came 
over to examine our wounds... . 


Readers may have read with interest re- 
cently advertisements in White Dwarf 
regarding Treasure Trap which offers the 
chance to experience live adventures in 


Peckforton Castle, Cheshire. Additional 
facilities such as a games room, shop, 
coffee bar, etc are also offered as part of 
the membership benefits. 

Treasure Trap is run by Peter Carey and 
Robert Donaldson who had enterprisingly 
leased the whole of Psckforton Castle from 
the Tollemache Estate. They invited meto 
participate in a preview adventure. When | 
arrived, ! was met by castle guards wearing 
chainmail armour. Peter Carey explained 
that | was to accompany a party of ad- 
venturers, including Robert Donaldson, on 
a mission to rescue a prince and princess. 
| was somewhat dubious as to how I would 
take to what | considered could only be 
an adult's version of ‘cowboys and indians’, 
| was to be pleasantly surprised. 

The six of us descended some stairs and 
it wasn’t long before we couldn’t see our 
hands before our eyes, Somebody lit a 
candle. The referee followed at a discreet 
distance behind. The game system, devised 
by Peter Carey, his son John, and Robert 
Donaldson with revisions and develop- 
ment by Stephen Duke, worked well. The 
individuals playing the monsters had a 
predetermined set of instructions, eg the 
orcs would attack any adventurers enter- 
ing their room. They would also fall down 
‘dead’ if they felt a weapon hit any critical 
part of their bodies. When a battle was 
over the referee would count the advent- 
urers’ wounds. This was quite ingenious. 
All monsters had dye on their weapons or 
claws which would mark their opponents 
in battle. The referee would simply count 
the marks and might declare some limbs 
out of action. The use of ashield or weapon 
arm could be lost. The adventure would 
continue until the objective was reached 
or the party died in the attempt. 

There were lots of tricks and trapson the 
adventure, and many interesting monsters. 


Without spoiling it for others, beware res- 
cued adventurers who may not turn out to 
be who (or what) they say they are, and 
check the walls carefully. I'll never forget 
the ghoul that burst from a secret panel! 

The game system worked well enough, 
but familiarity with the castle could prove 
a long term problem for both scenario de- 
signers and adventurers. However, plans 
are in hand to install movable tunnels and 
secret doors. Spells are created by using 
harmless special effects and more are being 
designed such as fireball wands which work. 

The whole project relies heavily on the 
enthusiasm and effort of Carey and Donald- 
son together with the members of Treasure 
Trap. \ndeed, it is incumbent on the mem- 
bers to develop the system themselves. 

Membership costs £30 per year to join 
plus a charge of £1 per adventure. Mem- 
bers willing to act as monsters for a day 
do not pay for adventures. (Not surprising, 
considering you might have to wait around 
a couple of hours in a dirty dungeon room 
waiting for the odd party to appear!) | 
would have thought it better to have a 
lower membership fee but a higher adven- 
ture fee. It seems to me that only locals 
will commit themselves to such an outlay. 

Although | was there on a preview, 
there was little evidence of the proposed 
shop, games room, coffee bar and club 
room. No doubt these will appear later. 
Also, the castle itself is in a pretty bad 
state of repair, but then that adds atmos- 
phere to the adventures. But accepting 
these limitations, | must admit that | 
thoroughly enjoyed myself on my three 
hour adventure which | managed tosurvive. 
I'm sure others will too, and | hope Messrs 
Carey and Donaldson manage to realise 
the full potential of Treasure Trap. Who 
knows, package holidays of the future 
might include it in their brochures! a 


‘A During the night someone came and stole 
‘Your backpack, When you wake up in the morn 
ing you can't find it onywhere. Also your 
weapons and the weapons that were laying 
around the inn here and there st@ gone. Although 
You search, you are unable to locate anyone or 
Anything worth finding, Finally you leave. In 
the snow outside you find the dead dwart and 


3] worth of small gems on it, Roll them up on the 
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© The dwar is dead. A quick search of his f 
body finds nothing of value, If you wish tof D The painting is clearly an insvit to all elves. 
‘dwarven maidens clad only in filmy veils and @ Inn, go to 24C. If you decide to sleep] If it makes you mad enough to attack this crazy 
by the fire without doing any searching, go tof dwart, go to 19C. If you can overlook this racial 
6A, You get 89 adventure points for killing him. H stu 


urn to 28B and keeg reading 


Fiend Factory is a regular 
department featuring readers’ 
monsters, edited by Albie Fiore. This 
month, Fiend Factory takes you... 


IN SEARCH 
OF A FOOL 


A D&D mini-adventure/quest for a party of 4th/S5th level good adventurers. 


Plot Outline for DM only 
The players are either peacably approached 
or charmed by a 10-strong group of daoine 
sidhe (DM's discretion). The players will 
be blindfolded and taken to their faerie 
hill where the mission will be outlined 
to them by the Prince. The daoine sidhe 
have a problem, their Fool has disappeared. 
Normally they would hunt for him them- 
selves and punish anyone involved in his 
disappearance, but they are in the throes 
of moving to their winter home and all are 
busy preparing for the move, as the players 
will notice, thus they need outside help. 
The players will be entreated to find the 
Fool. Any responsible for his disappear- 
ance should also be brought, alive, to suffer 
the punishment of the tribe. The players 
will be accompanied by one of the tribe 
who will assist them and guide them to 
the rendezvous point near the winter home 
when the mission is completed, where 
they will receive their payment of a full 
outfit of daoine sidhe armour, weapons, 
robes, and an item of jewellery each. The 
daoine sidhe accompanying them will 
have the rendezvous noted on a scroll for 
the players to read should he be killed. 
The players should have little trouble 
in picking up and following the trail of the 
Fool from a nearby village. In the various 
villages and taverns they will be told 
stories of a handsome bard, either alone or 
accompanied by a white dove/manx cat, 
who played the most beautiful music 
and moved on as mysteriously as he came. 
His departure may be accompanied by 
the disappearance of one of the locals, or 
by a fit of melancholia overtaking a local 
thief (who tried to steal the Fool's jewell- 
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A You get 80 adventure points for each wolf 
you slew, Make your second level saving roll on 
Intelligence (25-10). if you make the roll, go to) 
14D. If you missed the roll you will keep stagger-| 


give up unless you kill them all. Incidentally, 
they have 30 points'worth of armour protection.) to 1 


ery) who will mutter incoherently about 
ghosts in the silver. Sometimes the visitor 
may have been a beautiful woman bard 
(the Fool remaining a shadow on these 
occasions). The DM should vary the story 
from place to place, there are numerous 
permutations and possibilities. However, 
the stories should lead the players to 
believe that the Fool is in the thrall of 
some creature (the leanan-sidhe), as indeed 
he is, having been charmed and taken as a 
lover. 

The trail should eventually lead the 
players near a forest where they can hear 
the sound of either the Fool singing or a 
woman singing. On investigation, it will be 
found that it is the lorelei willow emitting 
these sounds which apart from attacking 
the players, will also show that the Fool 
has passed into the forest (if they need 
convincing, an identifiable shred of the 
Fool's robe may be found near the willow). 
In the forest, the dendridi also dwell. 
They will not be hostile unless the players 
behave in a manner to make them so, but 
either way the players will learn from them 
that the Fool, alone, was taken prisoner 
by them but he mysteriously escaped the 
night before (the leanan-sidhe had hidden 
in his jewellery, and emerged to free him) 
and his tracks indicate he left the forest. 
However, the only thing in the direction 
he went is an old ruined farm. In the ruin 
of the farm, the Fool and the leanan-sidhe 
will be found. If alerted, the leanan-sidhe 
will take refuge in his jewellery where she 
also holds captive the villagers etc. who 
disappeared on their route. 

Wandering monsters should be en- 
countered en route at the DM's discretion. 


Q worth of treasure in your bockpack, and you! 


DAOINE SIDHE 
by Daniel Collerton 


No, Appearing: 3 — 30 


Armour Class: 3 or 9 

Movement: 12” 

Hit Dice: 3 

Treasure: Individuals, L, M, N; 
Lair, A, U 

Attack: By weapon type 

Alignment: Neutral 

Intelligence: Exceptional 

Monstermark: 25 (level III in 12 levels) 


These rare creatures have great powers of 
the mind and some other abilities in 
addition. Each daoine sidhe has a psionic 
ability of 150 with attack/defence modes 
A,D,E/F,G,J and the following psionic 
abilities: minor disciplines — Animal 
Telepathy (5th level of mastery), Detection 
of Good and Evil (12th level of mastery), 
Invisibility (6th level of mastery); major 
disciplines — Shape Alteration and Tele- 
pathy. In each hill village (lair, — 40% 
chance of encountering the sidhe there) 
there will be a Queen (with 24 charisma) 
who has the abilities of a 12th level 
illusionist, a Prince who functions as a 9th 
level druid and a Fool who plays as a 
master bard of the 17th level. These three 
characters will have 6 hit dice each (fight- 
ing and saving as 6 dice monsters) and if 
any magic is indicated in the treasure types 
it will be of a kind usable by them — 
armour, a sword, a cittern or a harp most 
usually. Each of them also has the power 
of faerie touch — if they manage to touch 
an opponent, that being will either (25%) 
sicken, losing 1 point each of strength, 
constitution and dexterity per day until 
cured or until one of them reaches zero 
in which case death results, or (75%) 
become insane with melancholia (DMG). 

Each sidhe possesses two faerie arrows, 
each of which may only be used once and 
then only by a sidhe. If the arrow hits, it 
will, depending on type, either paralyse 
or kill the victim if the relevant saving roll 
isnot made. 

{n appearance, the daoine sidhe are 
somewhat similar to elves, but are 6’ tall 
with soft, fair skin and long, blond, blue- 
black, or (rarely) red hair. They have an 
unearthly, superhuman beauty which gives 
them a charisma of 17 — 24; those with a 
charisma of 18+ have a divine awe power 
(as described in Deities & DemiGods). 

Unless in one of their times of power 
(ie the hour before dawn, before twilight, 
and before noon and all of the Reltain, 
1st May, and Samain, 1st November — when 
they are moving between their summer 


B_ You are fighting 4 opponents to the death. C_ He begs for mercy, saying that if you'l spare 
W hiry he'll give you some gold and free hospitality 
i his inn, If you take him up on the offer. 90 fk 
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E Soon you are nice and warm ond beginning fy" 
8t P to feel drowsy. Your host has been helping him: fF 
self to his own liquor and getting mellower by 
the moment. Now he invites you to have some 
drinks with him, If you decide to drink wit 


B got 200 adventure paints for your experience.) him, go to 19A. If you'd rather just got to bed, 


"J can say $0 and go to 13B. If you'd rather just 


and winter homes — or in the presence of 
humans or demi-humans, the sidhe are 
mere shadows; unable to physically affect 
or be affected by the world though still 
able to communicate and use psionics. 

When at war or expecting trouble, the 
sidhe wear silver chainmail and carry white 
shields emblazoned with golden runes for 
an Armour Class of 3, and arm themselves 
with silver swords (worth 500 gp) and 
longbows in addition to their normal silver 
dagger (worth 150 gp). At other times, 
they wear clothes of blinding whiteness, 
embroidered with red and green and 
trimmed with silver and gold. At all times 
they wear jewellery of fantastic beauty and 
worth: usually tores, armbands, rings or 
brooches. They speak their own language 
in addition to the common tongue. 

They are very fond of music, their own 
voices are soft and seductive (so much so 
that 10 or more of them acting in concert 
can cast a charm spell which will affect 
anyone listening who fails their saving roll). 
Their pipe- and harp-playing is unrivalled 
but despite (or perhaps because of) this, 
they delight in listening to others. Woe 
betide any who boast that they can out- 
play the sidhe though, for Amadan-na- 
Briona — the Fool — will challenge them 
to prove it, so they had better be able to 
beat a 17th level master bard. 

The daoine sidhe are immortal and 
immune to disease but because of their 
close links with the countryside, they will 
die if the land around their faerie hill 
becomes built up. 

Anyone who learns a sidhe’s true age 
{which is known only to that sidhe) gains 
absolute power over it and can command 
it to perform anything wished for. How- 
ever, any other sidhe who learns of this 
will do their utmost to free their sibling, 
so such control is likely to be short-lived, 

There are various objects of power 
against the sidhe, including salt, iron, holy 
objects and holy water all of which will 
cause them to keep their distance or do 
1d4 points of damage if brought into 
contact with them (so iron weapons will 
do an additional 1d4 damage per hit). 

The daoine sidhe live for the most part 
inside faerie hills (having one summer and 
one winter hill). These hills are hollow 
with entry being gained through a set of 


male sidhe in the normal hill with an equal 
number of females and 2 — 3 children as 
well as the Queen, Prince and Fool, Each 
will have some job; a smith, tanner or 
keeper of the faerie kine (as MM cattle 
except that they share their master’s 
variation with time of day and year) or 
faerie hunt (the hounds are war dogs and 
the horse, war horses as in the MM apart 
for their variation in substantiality) or 
perhaps a weaver or dyer. There may also 
be (50%) one or more leprechauns acting 
as cobblers, or even (20%) a changeling, 
The changeling, if present, will be a human 
who was exchanged at birth for one of 
the sidhe and is indistinguishable mentally 
from them although still physically 
human. He or she will be a 5th — 8th level 
fighter dressed and equipped exactly as 
on of the sidhe except that the armour 
and weapons will be made of steel rather 
than silver. There is a very small chance 
(4%) that, on seeing other humans, the 
changeling will become fully human, 
mentally as well as physically; the result 
of this change will have to be carefully 
determined by the DM. 

The daoine sidhe are usually peaceable, 
ignoring most of the mortal world but 
should one of them be injured or molested 
in some way or one of their hunts inter- 
rupted, then they will react with extreme 
violence, seeking to kidnap the offender 
and hold it for 97 years and 4 days. Failing 
this, they will attempt to kill it. Conversely, 
if helped, they will give incredible rewards 
— often turning some item of the helper’s 
into solid gold. Ingratitude will, however, 
have disastrous effects — the angered 
sidhe will violently punish the ingrate. 


LEANAN-SIDHE 

by Craig Cartmell 

No, Appearing: 1—2 

Armour Class: 2 

Movement: 12” 

Hit Dice: 6d8 

Treasure: E 

Attack: 2d4 or by weapon type 
Alignment: Neutral evil 

Intelligence: High 

Monstermark: 225 (level VII1in 12levels) 


light. She can polymorph into cats 
(normally manx) and doves. Otherwise 
she must be killed in the traditional way 
of all vampires. 

Her main ability is that of being able 
to hide in mirrors. She can occasionally 
(10%) be seen in the mirror, apparently 
standing behind the viewer. She can also 
lead her charmees into her mirror exist- 
ence and may leave them imprisoned there 
where they may occasionally be viewed 
as for the creature herself. Virtually any 
clear reflective surface can count as a 
mirror (ie polished armour, pools, precious 
jewellry, etc). Her place of rest is often 
one of these places. Victims may be 
freed from their mirror prison by gate, 
remove curse, limited wish or full wish 
(or similar) spells. The vampire may be 
trapped within a mirror if the surface 
is painted over, but if this were to be tried, 
she would emerge before the surface were 
completely covered. 

lf she captures a bard, there is a % 
chance (charisma of bard x 5) that she will 
take him as a lover and train him up two 
levels in one month. There is, however, 
‘one small drawback to this as the bard will 
die a year and a day after leaving her 
unless a remove curse is cast on him. 


LORELEI WILLOW 
by Roger E Moore 


No. Appearing: 1-8 
Armour Class: 6 


gates which when closed blend into the The leanan-sidhe is a fay vampire and muse Movement: Nil 

hillside so well as to be undetectable by of poets, She can not only charm by gaze, Hit Dice: 7d8 

any means short of the magical. The gates but she can attempt to mass charm if she Treasure: E,R 

will open only on the correct word of sings and plays her harp (bards save at-2). Attack: 4 — 16 branches for 1d4 

command which must be given in the sidhe Because she is fay and not a creature constriction each 

tongue. Inside the hill is whatis effectively of the Negative Piane, she does not drain Alignment: Neutrat 

a small village with all of the normal feat- energy levels. Also she cannot be turned Intelligence: Animal 

ures of village life. There will be about 20 by clerics and she is not affected by day- Monstermark: 250 (level Vill in 12levels) 
pn LR eg tae E.S 5 2 
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from here,’ he explains. ‘Any hit on the body is, 
worth 10 points, a face counts for 20, a buttock 


pieces per game. Do ya atill wanna play?” If 
4) you're still game for this debauched game, go to 
16B; if you'd rather sae the dancing girls, you 


{90 to bed, tell him, and go to 2BA. 


land points to the painting on the wall. ‘We throw 4 B_ He takes your treasure and lets you by him’ 
Wjto the exit, Disheartened, you trudge out into fl 
Wie snow and continue your journey. A few! 


{the city you are snatched by siavers as an Arena 
slave, Go to paragraph 14A in Arena of Khazan 
and continue your adventures there. (If you Cautiously you release the | 
‘don’t have Avena of Khazen, take 100 adventure J with the edge of your weapon, You took every 
is adventure. The End. {\ possible precaution, but you are still hit in the 
RRL BEA| {ce with a blast of poison gas, There is no sav: 
ing roll for this, Only the dwarf knows the anti 
C The booze is none too good. You drink just ff dote and has already taken it If it's any consol 
enough to quench your thirst. Go back to 24C ff ation, the chest really was Tull of gold, with 
some fragments of mithril, The End, 


points and exit from thi 


suddenly and stun the dwart with the side of fA 
your weapon, You may kill him if you wish 
Then you force your way through the small H 


heavy to move ~ it must be full of massy gold 
hand lift the lid 


E Make your third level saving roll on Luck 


(30-LK). If you make it, you fall on the bed in 
such a way that no part of you hangs over the 
foot of the bed; go to 26D, but you need not 


ay anything in the morning. If You miss the 
saving roll, 90 t0 14C. 


FIEND FACTORY 


bThis willow is a rare species of carnivor- 
ous plant found in dark and tangled 
swamps and forested areas near marshes. 
They grow to be 30‘ — 40’ or so in height. 
Lorelei willows strongly resemble true 
willows, and this leads many to mistake it 
as such. Druids have a 50% chance per turn 
of correctly identifying this monster, with 
5% added to this chance for each level the 
druid is over the first. 

Each lorelei willow possesses sophistic- 
ated hearing organs in each of four depress- 
ions in the tree trunk that resemble knot- 
holes. These ‘ears’ point in different direct- 
ions and Have a range of 180’. They trans- 
mit all sounds heard to a mass of nervous 
tissue (corresponding to a brain) located 
in the earth immediately below the trunk. 
While they understand no languages, these 
monsters can pick out the voices of 
humans, dwarfs, and the like. These 
sounds are then imitated and repeated 
through a vocal organ at the tree-top that 
is not visible from the ground. They can 
also repeat other voices heard within the 
last year, and are 50% likely to do so if 
aware of the presence of humans, etc. 

The goal of the willow is to lure curious 
beings within 20’ of its trunk. The moment 
one of its fong, whip-like branches is 
touched (a 95% certainty for beings over 
1‘ tall approaching the trunk), a mass of 
branches fashes out at the prey. Each 
branch is highly flexible and capable of 
constricting for 1d4 damage per round; 
separate rolls to hit are required for each 
branch attacking. The branches will con- 
tinue to constrict a victim for 3 — 18 full 
turns, then drop the usually Jifeless body 
to the ground by the roots. At this point 
special rootlets appear from the soil and 
encircle the body. These rootlets secrete a 
special substance which rapidly dissolves 
flesh. Within 10 — 30 turns after the body 
strikes the ground, only the armour and 


other non-organic material will be left. 
These are usually hidden by further plant 
growth at the base of the tree or partially 
buried in the earth. 

One interesting thing about this monst- 
er is that it seems to learn to use certain 
phrases it hears over and over, as these 
phrases attract more wanderers. These 
might be calls for help, voices in half- 
whispers, foreign tongues and so forth that 
draw a lot of attention, 

A lorelei willow has a total of several 
hundred constricting branches, but a man- 
sized creature will only be entwined by 
4 — 16 branches at any one time. Larger 
creatures will be attacked by up to twice 
as many, and smaller creatures by half as 
many. Because the branches are so flexible 
and somewhat elastic, a victim must roll 
the percentage chance he or she has for 
bending bars or lifting gates in order to 
break all the attacking strands by pulling 
away from them. Each branch can take 1 
hit point of damage before it breaks; these 
hit points are independent of the trunk’s 
hit points. Lorelei willows, because of 
their wet sap, save against fire damage as 
if protected by a Ring of Fire Resistance. 
Regardless of hit points contained in the 
branches, if the central trunk sustains 
damage from magical or physical attack 
beyond the hits rolled for it (7d8), the 
entire tree will die in a single turn. 


DENDRIDI 
by Phil Masters 
No. Appearing: 10 — 80 
Armour Class: 6 
Movement: 9” 
Hit Dice: 1d8 (or more) 
Treasure: 0,S,T 
Attack: By weapon type 
i Neutral 
Average 


Monstermark: 3+ (level | in 12 levels) 
The dendridi, or root-gnomes, are a race 
of gnomes who have reached total affinity 
with the plant-life of their native forests. 
They live in communities whose burrows 
extend some way into the earth and whose 
tree-houses extend some way up large 
trees; all are linked by a complex of cover- 
ed passages and twisting ladders. 

Dendridi appear as other gnomes, but 
with very tough green-brown skin (natural 
AC8) and wrinkled facial features. They 
wear armour made of a combination of 
leather and plant fibres (equal to leather), 
and carry clubs and staves — the former 
often being thrown. They are devotees of 


B The room is surprisingly 


rge and cheerful 
‘though the ceiling is no more than six feet above 
the floor, Against one wall is 9 short bar with 
several bottles, flasks, decanters, alembics, vials, 


druidism, only fighting those who threaten 
them or their forests. Females are equal to 
males in this and all respects; young are 
quick-growing, but babies will be found 
concealed in the deepest burrow of the lair 
(5% of adult numbers). 

All dendridi have great skill in climbing 
trees, with only a 5% chance of slipping 
on even a sheer trunk (1% for dendridi 
thieves); they have an 80% chance of 
concealing themselves from observation in 
woodland; and surprise on a 1 — 4 on 1d6 
in such conditions. Any dendridi has a 25% 
chance of successfully casting a hofd plant 
spell on any given plant, if so desired. 

For every 15 dendridi in a group, there 
will be an additional 2nd level fighter. 
Each group is 90% certain to also include 
1 — 3 ‘scouts’. These are 3rd level dendridi 
thieves, usually armed with club and sling, 
who possess the ability to commune with 
nature once per day; they stealthily patrol 
the fringes of a group’s territory. The 
group’s leader will be a dendridi druid, 
armed with staff, club and sling, and with 
a 30% chance of 1 ~ 2 assistants. The 
leader’s level is determined by the group 
size: up to 20, 3rd level with assistants 1st; 
21 — 40, 4th, assistants 1st; 41 — 60, Sth, 
assistants 1st; 61 — 70, 6th, assistants 2nd; 
71 — 75, 6th, assistants 3rd; 76 — 80, 7th, 
assistants 3rd. 

Agroupis60% likely tohaveatamewhip- 
weed defending its lair, and 15% likely to 
have a witherweed defending any treasure. 

Dendridi speak only their own tongue 
(50% chance to be understood by other 
gnomes), although their druids speak the 
druidic tongue. They have infravision, and 
are 25% resistant to s/eep and charm 
person spells, although plant-control magic 
is 35% likely to affect them. 

They lack any special ferocity or skill 
vs goblinoids or giants, but honour and 
respect dryads and treants. a 


an 
able odour is emanating 
acter is 9 dwort, the 30 
you may find i fairly repulsive. There i aps 
Tough:hewn table in the contre of the room ES 


it. If your char-Wxa > 


is pleasant; if not, “2 


A He leads you through a curtained doorway, 
down a short hall, and into 3 cramped little 
toam mostly filled with a massive bronze bed. 
‘See ya in the mornin’, crowbait,’ he growls and 
stomps out, slamming the door behind him. 
You look around by the light of the one candle 


he lett you. The room is warm enough, although 
the bed almost fills it. A bearskin covers most 
fof the floor, and there is 2 sinall table with a 
basin and a pitcher of water near the bed. The 


bed is only four feet long, but is massively 
built, and a great pile of furs ties atop it. If you 
are more than 4 feet tall, try now to make your 


third level saving roll on Intelligence (30-10). 1f J 


you make the saving roll go to 24A: if you miss 
It'go to 14C, It you are less than 4 feet tall go. 


and barrels stacked around it on the floor and 
fon shelves. Over the bar is a crudely painted 
representation of some naked but bosomy elf 
maidens dancing in the moonlight of a forest 
glade. There are several shore darts sticking in 
the painting, If your character is an elf, go to 
25D. In one corner is a huge fireplace with 8 
foaring fire on it, A huge old black iron kettle 
is hanging amidst the flames, and an indescrib: 


with some low benches beside it. The whole {* 
thing is not more than two feet off the ground, 
‘obviously the perfect height for your host, but 
somewhat clumey if you are larger than 4’ feet 
Call, "The price is 10 gold pieces for the night, 
and the meal and drinks cost extra,’ blurts the 
dwarf, ‘Payable in advance!’ He extends a mis- | 
shapen paw. If you pay him, go to 18A; if you 
want to haggle, go to 148 


: 


Midgard’s Brightest Daily 
WIZARD STUFF FOR KiOS 


Taking role-playing to a younger 
audience, Puffin Books are to 
release the first in a series of Fight- 
ing Fantasy Gamebooks. The first 
book is entitled The Warlock of 
Firetop Mountain written by Steve 
Jackson and lan Livingstone and 
will be published on 26th August. 
As an introductory solo adventure, 
the complexity is such that novice 
players will be able to start their 
adventure within minutes. 


GOLD FOUND IN BLACKPOOL 


TSR Hobbies {UK} have announc- 
ed the discovery of a gold-plated 
figure in one of the boxes of 
Grenadiers D&D Miniature Figures 
supplied to the Blackpoo! branch 
of Beatties of London, The gold- 
plated figures were produced by 
Grenadier and placed in boxes at 
random as part of a promotion in 
the USA and the Blackpool find is 
the first to be announced in the UK 


! 
| Ambitious Project from Dave 


David Nalle of Ragnarok Enter- 
prises is the publisher of one of the 
| Yeading US zines, Abyss. He has 
| now completed his most ambitious 
| project to date with the public- 
ation of the Ysgarth Rule System, 
a six booklet fantasy role-playing 
game amounting to 168 pages of 
| reduced type. It features over 300 
| skills, 29 character types, 300 
speils and a short adventure. How- 
ever, it will probably only have a 
limited distribution in the UK. 


ALIENS RIOT IN 
MANCHESTER 


New riots flared in Manchester as 
aliens fought for the bargains to 


me Star 


A possible confusion may arise 
in the near future over the title 
te the Borderlands, 


‘BARBARIC’ 


Eon Products have announced 
their new game Borderlands which 
is set in the barbaric future. (t 
features a unique play system and 
has no cards, dice, written paper- 
work or charts yet still provides 
the opportunity for surprise and 
intriguing manoeuvres as players 
uy to establish cities using the 
resources available. The resources 
vary in location at the start of each 
game ensuring a continual variety 
of play, The game shoufd be avail- 
able this summer. 


Conflicting Scenario 


Chaosium have also announced 
a forthcoming release entitled 
Borderlands; however, this will be 
a boxed RuneQuest scenario pack, 
It is set along the River of Cradles 
in Prax and includes information 


iS 
be had at the opening of the new 
Games Workshop shop _ in 


Manchester. The new shop is at 
162 Marsden Way in the Arndale 
Centre. it replaces the old one in 
St. James’s Square which has now 


about the Morokanth and the 
Agimari, wo races which inhabit 
the region, 

Also to be released soon by 
Chaosium is Tratipak which gives 
full details about trolls — thei 
history, the curse of trollkin, 
8 troitkin rebeliian, three new cults 
and more, Also in the pipeline is 
Ringworld 3 role-playing game 
based on the Larry Niven novels. 


Task Force on the Move 


Task Force Games plan to release 
gight titles this year. Six will be in 
their Pocket Game series: Moan 
Base Clavius, a iwo-player game 
of the US/Soviet Lunar War of 
1996; Boarding Party, a 1/2-player 
game of a boarding skirmish 
between two disabled starships, 
The Warriors of Batak, 2 two: 
player game af the battle for 
control of an alien planet with a 
variety of weapons and units; 
Star Fleet Battles Expansion I, 
includes errata and new revisions 
to the Star Fleet Battles rules plus 


trotlers in 


o 5 
‘ | action. 


been closed down. The aliens were 
members of the Tameside Pre- 
Enactment Society who kindly 
volunteered their services to add 


colour to the official opening by 
fan Livingstone, 


GARY THE FINAL DM 


Gary Gygax, inventor of O&D and 
AD&D, DMed the final of the 
second AD&D Open Champion- 
ship at GamesFair ‘82 which was 
staged at Reading University in 


Above Left — 
Gary Gygax 
unfolds the 
adventure. 


Below Lek — 
jan Marsh and 
Mike Lewis of 
DragonLords 
Proving that 
actions speak 
Jouder than 
words, 


Below Right — i 
Gary Gygax, Don 
Turnbull, “lan 
Livingstone and 
Steve Jackson 
enjoying all the 

fun at the Fé 


April. The championship was won 
by Richard Whiteside. 

GamesFair '83 will again be at 
Reading University on 25th — 27th 
March, 1983. 


Crowd con- 


NEW SOVEREIGNTY 
DISPUTE LOOMS 


21 new ships including the tong- 
-awaited Klingon allies, new weap- 
ons, new scenarios and more; 
Escape from Aftassar, a two-player 
game of an escape froma prisoner- 
of-war camp on a distant planet; 
and City States of Arklyreit, a 
two to four-player game which 
depicts the struggle of the various 
races of Arklyrell (dwarfs, elves, 
humans, berserkers, rocs, and ice 
worms) to gain the balance of | 
power through armed conflict. 
Task Force also plan two boxed 
games: Superviltains, a role-playing 
game of superheroes and super- 
villains in modern day New York, 
can also be played as a conven- | 
tional board game; and Sqwyrm,a | 
game with triangular cards in 
which players race to be the first 
wizard to conjure a complete 
dragon, Players can curse each 
other’s dragons causing them to 
fork in two, send knights to battle 
opponents’ dragons ptus jousting, 
damsels in distress, treasure and 
Gragon’s eggs. All these games | 
should be available some time | 
during the summer. 


HERE COMES 
THE JUDGE 


Everybody will soon have the 
chance to stalk the streets of Mega- 
City One with the release of 
Games Workshop's official Judge 
Dredd game. Designed by {an 
Livingstone and based on the 
famous 2000 AD comic book hero, 
the game will enable players to be 
judges fighting Oredd’s favourite 
enemies including Judge Death, 
the Angel Gang and Don ‘Uggie’ 
Apelino, 


SPI Take-Over Shock 


TSR (Hobbies) inc. have recently 
acquired SP/ ina surprise take-over 
bid, Whilst ix was generally ac- 
knowledged that SP/ had for sore 
time been trimming the number 
of their tities in order to reduce 
their inventory, such an acquisition 
took the games world by surprise. 
It is not known at this time why 
TSA wish to increase their range 
of historical titles, 


NEXT ISSUE 


Coming up in the next issue of 
White Owart wilh be: 


Lore of the Ring — Tolkien's rings 
in D&O by Stephen Bland. 

A World of Your Own — Evolving 
your own style of play in T&T | 
by Ken St. Andre, | 

STL_—Stower Than Light ships in 
Traveller by Marcus Rowland. 

The Town Plaoner: Part Two — 
Designing towns and cities, 

Chaos from Mt. Dorren — a D&D 
mini-scenario by Phi) Masters, 

Together with all the reguiar de- 

partments featuring monsters, 

games reviews and more. 
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CLASSIFIED 


All classified ads must be prepaid 
at the rate of 10p per word, display 
ads £3.00 per scc. Please send copy 
and payment to White Dwarf, 27/ 
29 Sunbeam Ra, Park Royal, Lon- 
don NW10, making cheques/POs 

payable to Games Workshop Ltd. 


Interested in Play-By-Mail? 
To join a mailing list for new PBM 
games, send an SAE and a list of 
games played previously to: 
Letagaming, 2 Essex Court, 
Hammersmith, London W6. 


Twinworld 
Issue 2 is out at last. Even bigger 
than last time and still only 55p, 
40+ A4 pages, full of rules, art, 
comment, ideas and scenarios for 
AD&D, Traveller and now Rune- 
Quest. Issue one and subscriptions 
available from: Twinworld Magazine, 
c/o Mike Straaten, 180 Edwin Rd, 
Rainham, Gillingham, Kent ME8 
OAH, 


For Sale 

White Dwarf 1-26, will split. Offers: 
K Madsen, 33 St Margarets Rd, 
Whitchurch, Cardiff. 


Wanted 

Collector looking for the Dragon 
1-43, White Dwarf 1-16, Traveller's 
Journal 1-4, Strategic Review 1-7 
and other fantasy and SF RP mag- 
azines and fanzines. Best prices any- 
where. Contact: Vincent Burchett, 
PSC Box 988, APO San Francisco, 
CA 96328. 


Traveller For Sale 

Books 1-5, £2.00 each; Supplements 
1-4 and 6, £1.50 each; Adventures 
1-4, £2.00 each; Double Adventures 
1-2, £2.00 each; Darthanon Queen 
Adventure, £2.00; Referee’s Screen 
and Starships and Spacecraft, £5.00. 
Please contact: Ronan Tebbut, 52 
Church St, Coggeshall, Essex. 


For Sale 

Large amount of 2nd Hand Traveller 
material, All good quality, Send 
SAE only for list to Mr A R Barrow, 
Royden, Perks Lane, Prestwood, 
Great Missenden, Bucks. 


Citadel Miniatures Vacancy 
We urgently require someone to 
work as a trainee in our busy des- 
patch and casting departments. 
The ideal applicant will have a 
lively interest in fantasy and war- 
games, a broad knowledge of 
miniature figures, and an aptitude 
for hard work. The right applicant 
can expect a good salary, staff 
benefits and a chance to work 
for a fast-expanding company. 
Applications in writing should be 
sent to Bryan Ansell, Citade/ 
Miniatures, 10 Victoria Street, 


Newark, Notts. 


Wanted For Games Day ‘82 
Weneedrefereesfor AD&D, Rune- 
Quest, Traveller clubs to run dem- 
onstration boardgames, tabletop 
games and computer games; indiv- 
iduals with good visual game pro- 
posals; and general helpers for 25th 
and 26th Sept. Someexpensespaid 
plus free Games Day “82 t-shirt. 
Please write to Games Day “82, 
Games Workshop Ltd, 27-29 
Sunbeam Road, London NW10. 
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Quasits & Quasars 

The fanzine for SF/F gaming. 
Issues 1-4 available at 60p/mag- 
azine (p&p paid) from David 
Hulks, 54 Slimmons Drive, St 
Albans, Herts. 


This is an advert for 
DragonLords II 

Mneep mneep bloop squonge kaz- 
ingo mazap!! Yoki tangtang duubak 
hombo tangtang aja’kilbees ixat 
wapppp lan Livingstone? Koto- 
bongo gudgud bloop, ornax zonk 
puydrithik urs Vornatashonotolio- 
mity! 60p from lan Marsh, ‘Avalon’, 
Grams Ra, Walmer, Kent. 


For Sale 

Over 250 Citade!/Rai Partha 25mm 
figures. Some painted. £30 whole. 
Also for sale, second hand TSA and 
JG dungeons. VGC, Send SAE for 
list to Steve White, 11 Fraser St, 
Burnley BB10 1UP. 


For Sale 

Fancy a change from ordinary RPG? 
Well this one’s for you, Power and 
Prestige is yours. For details write 
to: White Shadow, 236 Kingsway, 
Huyton, Liverpool, England. Also, 
D&D Basic set with dice, character 
sheets, modules B1 and B2, Tege/ 
Manor, Geomorphs, Monster/ 
Treasure collection: £15 or swap 
for Traveller and adventures etc. 


Planetside Issue 1 

A new high quality Sci-Fi magazine, 
including scenario, vehicles, hard- 
ware, The Mendor Subsector and 
more. 70p + 15p p&p to 13 St 
Anthonys Avenue, Eastbourne, 
Sussex, 


Wanted 

Fantasy, SF, D&D, miniatures, fig- 
ures etc any make, bought second- 
hand, Write to Platform One, 594a 
Fulham Road, London SW6 SNT or 
phone 01-731 3119. (Personal call- 
ers welcome Saturdays). 


Starfight 

New — Space Warfare simulation. 
Includes: Movement, Combat etc. 
Save an Empire! Send SAE + £1.50 
to: Encief, 25 Canada Road, 
Cobham, Surrey KT11 2BB. 


Happy Birthday Travelle 


GOW's Travetier SF role-playing 
system is five years old this year, 
and to celebrate the occasion, 
Games Workshop will be running 
an especially fiendish Traveller 
competition for you hardened 
Traveller enthusiasts, at Games 
Day ‘82. Two separate scenarios, 
devised by Bob McWilliams, will 
face the entrants. The competition 
will be judged on your ability to 
role-play; not on how many aliens 
you can kill off in the space of a 
day. First prize will be Box One 
(The Adventurers) of Citadel's 
splendid 15mm Traveller figures 
aiready painted to exhibition 
standard. Entrants must be able 
to attend Games Day ‘82 on both 
Saturday and Sunday. In order to 
cut down on administration at 
Games Day itself, prospective 
entrants should write (send SAE) 
for an entry form to: Traveller 
5th Birthday Competition, Games 
Workshop, 27/29 Sunbeam Road, 
London NW10. Completed entry 
forms must be in by July 16th 


1982. 


Tacforce Swap 
Have Tacforce (barely used). Will 
exchange for used Boor Hilf and 
Mad Mesa. Other offers considered, 
Any postal campaigns/gamesneeding 
member, please write to: Baard 
Enokson, Klostergt 34, 5000 Bergen, 
Norway 


Organising a Games Day Event? 
We'd like to come! The Games 
Store specialises in supplying trade 
stalls at Games Day events. We 
stock a huge range of games, 
figures and play-aids. For further 
information contact: The Games 
Store, 16 Abbotts Walk, Neath, 
SA 10 7DB Tei: 0639 56546. 


CLUBS 


STOURBRIDGE 

Stourbridge and District Wargames 
Society 

Games: D&D, Traveller, Space Opera 
and wargames. 

Time: Every Friday 7-11pm. 
Place: Holy Trinity Church Hall, 
Amblecote, Stourbridge, 

Contact: Peter Smith, 35 Ulster 
Drive, Brierly Hill, West Midlands, 


KIDDERMINSTER 
Kidderminster and District War- 
games Society 

Games: D&D, Traveller and war- 
games, 

Time: Every Sunday 2-6pm. 

Place: Heightington Village Hall, 
Heightington, Nr Stourport-on- 
Severn, 

Contact: David Cooper-Smith, 8 
Derwent Ave, Stourport-on-Severn, 
Worcs, Tel: 2283, 


HELP! 


Clubs, contacts and events can be 
advertised once at no charge up to 
a maximum of 40 words. Further 
insertions at the rate of 5p per word. 


National Wargames Championship, 
9th, 10th October, 

Margate Wargames Convention, 
8th, 9th, 10th October 

Venue: TheWinter Gardens Margate. 
Convention: The Main Hall. 
Nationals: The Queens Room. 
Admission free, For details contact: 
Chris Baylis, 12 The Fry th, Basildon, 
Essex. 


New D&D Player, Anglesey 
Would like to join club or group 
within 10 miles of Brynteg (near 
Benllech). Will try any games. 
Please contact: Jonathan Horsley, 
‘Ty Coch’, Brynteg, Anglesey or 
Tel: Tynygong! 3249, 


AD&D York 
Relatively inexperienced AD&D 
player seeks club/players in the 
York/Easingwold area. Willing to 
play almost any game, especially 
SF/F RPGs. Contact: Sam Huby, 
Aldwark Grange, Aine, York or ring 
Tollerton 787 after 6pm, 


Wanted 

WD1-15 and WD18. Good prices 
paid, Please contact Malcolm Luff 
on 965 3713 during work hours, 
01-878 6884 after 6pm. 


Cardiff-Newport-Gwent 

18-yr old expert in T&T, but 
beginner in Traveller, looking for 
RPGs in above areas, Write to 
Robert Simmons, 28 Rothesay Rd, 
Newport, Gwent, Cymru, or Tel 
Newport 273583, 


Glastor the Bloody needs help 

This noble paladin calls for any 
AD&D players in the St Albans 
area to phone Dave on 39739. Any- 
thing aged 18 or below is acceptable; 
no experience needed. 


Lonely Dungeons 

Dungeon Master wants AD&D 
players aged 12-15, either sex, to be 
the continual light spell casters in 
the dungeons life. Contact: William 
S Hay, 45 Warneford St, Hackney, 
London E9 7NG. Tel: 01-986 8015. 


Postal AD&D 
Anyone interested in playing a 
postal AD&D campaign, send SSAE 
for details to Neil Cheyne, 10 Hen- 
nderland Road, Bearsden, Glasgow 
G61 140, 


Help! 

14-year old AD&D adventurer 
would like to meet attractive female 
DM of similar age. Write to: 
Jonathan, 793 Belmont Rd, Lancs 
BL1 7BU. 


Help! 
Would any D&D or wargames play- 
ers in Clwyd please contact me 
either from an existing club or to 
start a new one for over 20's. Ring 
lan on Denbigh 2076. 


Help! 
15-yr old AD&D and Traveller 
player/DM seeks players and/or OM, 
Perhaps to start club. Will travel to 
Newcastle, Blyth, Morpeth, ete, 
Write to: 154 Ariel St, Ashington, 
Northumberland or phone Ash 
851548. 


AD&D N London 
Novice (but not beginner) AD&D 

player, aged 31, seeks group to join 
as player or DM, Contact Philip 

Howard, 30 Callcott Rd, London 

NW6 or phone 01-388 8169 (work), 
01-328 7791 (home). 


US RPer 

Would like British correspondent to 
exchange home designed Traveller 

and/or Top Secret adventures. Also 
interested in exchanging ideas for 

rule modifications in above games 

and others. Andy Katz, 4475 South 
Lafayette St, Englewood, Colorado 
80110 USA. 


Wanted 

Girls to play D&D/ADED, aged 

15-17. In Chatham, Gillingham 

and Rainham areas. No previous 
experience required. Contact Pete 
on Chatham 43897, weekdays 

after 6pm. 


Help! 

Does anybody play or is interested 
in AD&D in Kings Lynn area? If so 
contact: Stuart Bolton, ‘Burnden’, 
Hall Lane, South Wootton, Kings 
Lynn, Norfolk or Tel: Kings Lynn 
672589 after 4 pm. 


Postal Superhero 2044 
A postal Superhero campaign called 
Duck & Dilemmas. For details send 
an SAE to N Williams, 17 Sadlers 

Ride, East Molesey, Surrey. 


Desperately Needed! 

Need to buy/borrow White Dwarf 
issues 1, 2, 4, 5, 6, 8, and 9. Good 
prices paid, p&p included. Thank 
you! Please contact Kevin Deevey, 
2331 Brenthaven Drive, Bloomfield 
Hills, Michigan 48013, USA. 


DUNGEONS & DRAGONS” 


COMPUTER LABYRINTH GAME 
from Mattel Toys 


Enter an electronic world of strategy and 
adventure, with this touch-sensitive board 
and exciting electronic sound clues. Two 
skill levels, playing pieces, full instructions, 
Available at top games shops including 
Games Workshop Ltd. 


Dungeons & Dragons is a Trademark owned by 
and used under licence from TSR Hobbies Inc, 


WHITE DWARF 


(FEEDBACK FORM 


Dear Reader, 


In an effort to cater for your every whim, a feedback form will 
be included in each issue of White Dwarf. By taking note of 
your likes and dislikes, we hope to make White Dwarf a better 
magazine for YOU! 


| Please rate each of the following on a scale of 1-9. 
1 = Sorry, this would be better off in a black hole! 
5 = Average/mixed feelings. 

9 = Great, let’s have more! 


7 RUNERITES 

8 STARBASE 

9 TREASURE CHEST 
110 TREASURE TRAP 
1 FIEND FACTORY 
12 NEWS 

13 SMALL ADS 


1 TOWN PLANNER Part 1 
| 2 THE map DWARF 
3 PRIOR SERVICE IN 
| “TRAVELLER 
4 OPEN BOX 
| 5 LeTTERS 


6 ARMS AT THE READY 


Would you like to see a department on computer games? . . . . 


What other subjects/games/etc would you like to see featured 
in White Dwarf? R 


Please send your response to: Feedback, 27-29 Sunbeam Road, 
Park Royal, London NW10 6JP by 30th June 1982. 


—_— 


| 


) 


Please mention WHITE DWARF when eplying to advertisements 


FLYING 
BUFFALO 


with the latest in 


TUNNELS AND TROLLS 


(and other good games) 


a 
7.04 
yy 


For readers of WHITE DWARF only, and for only 
one month we present THE TUNNELS & TROLLS 
SPECIAL OFFER... 

Buy the Boxed Set of T&T (£6.95) and a copy of 
GRIMTOOTH’S TRAPS (£3.75) for a post free 
price of £9.00. 

Tell us where you saw this advertisement (which 
won’t be repeated) and we'll send you either a free 
T&T pencil or a free T&T badge, please specify 
which. 


Make cheques or PO’s out to FLYING BUFFALO 
and send to FLYING BUFFALO PO Box 100 
Bath St., Walsall, West Midlands. 

Alternatively send an SSAE and ask for a free copy 
of Flying Buffalo News. If you wish to buy either 
of the above items separately please add 10% 

post and packing. 


TSR Hobbies (UK) Ltd. 


require a 


PRODUCT 
DEVELOPMENT 
MANAGER 


This is a once-in-a-lifetime opportunity for any games 
enthusiast. The Product Development Manager will run a 
Department which produces adventure modules, games, a 
professional magazine, a Prestel database and which organizes 
the international Players Association. 


The Product Development Manager will have familiarity 
with DUNGEONS & DRAGONS® games in particular and 
hobby games in general; a good writing style with a sound 
knowledge of grammar and syntax; the ability to prepare 
useful, concise advisory reports and proven management 
skills. In addition it is hoped that the Manager will have 
knowledge of microcomputers and microcomputer games, 
and be skilled in programming. 


For full further details and application form: 


TSR Hobbies (UK) Ltd., 
The Mill, 
Rathmore Road, 
Cambridge, 

CB1 4AD 
Tel: (0223) 212517 
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All paths lead fo a... 


GAMES GALLERY 


Attention all Table Top Generals, Space Travellers, Magic Users and 
Fantasy Adventurers. 


Whatever your game you are sure to find somethingofinterest when 
you browse among our selection of the latest and greatest in 
fantasy sci-fi and wargames. 


New from Avalon Hill—Gunslinger!, Struggle of Nations 


Freedom in the Galaxy. 


BAY complete range of T.S.R. products; Traveller 

&y, supplements, adventures and figures; Runequest, 

' ‘4.Chivalry and Sorcery, Tunnels and Trolls, Space Opera, 
a “Task Force and SP! historical simulation games. 


New range of chess computers now in stock. 
3 Puzzles, Chess, Backgammon, Mah Jong, 
sam STL p Oriental Go, books and gaming accessories 
a Silla : and much, much more at 


GAMES GALLERY 
if Z 13 Forrest Road, Edinburgh 
Mee Gf “7 536 Great Western Road, Glasgow 
i( dd : of ' i an Wit an A 103 Grey Street, Newcastle Upon Tyne 
ig 
< Open 9.30-5.30 6 Days 
Mail Order Enquiries Welcome 


| ORDERS TO: Chronicle Miniatures, Unit 14, 


= 
h RO DI 2 at CH a og 
C C L Tel: 0244 537012 / 0244 380226 
Miniatures (M.17. Flesh Golem 3p 
OM.1B Fire Giant £2.28 
‘ADVENTURERS: M.19 Giant Troll £1.00 
ric with Mace 20. Two Ward 
ee ee ee eee a-cluald SPECIAL OFFER FOR MAIL ORDER arene bad 
CE Wied CUSTOMERS! M.21A Orc with two-handed Weapon 28) 
or p a 
CFS Fighter with Sword & Shiels 2 
M218 Ore Chieftain 33p 
CF Dwarf Fighter in Chain Mail Ore set, All variants (11 figs.) ; GM208 Ore Cheha 3 
CF — Ranger with Sword. Shield & Bow epee eee alr ens no Raat re Witch Doctor ° 
CFS Elf Fighter’ Wizard with staff igbear se AMIS (10 Figs) nnn £3. CM.210 Ore Standard Bearer 33p 
E45. Siel Beek Seettas Hobgoblin set. All variants (8 figs) i uiivees 
CENT Dwart Thiet Sneaking 
GF IZ Assavon'm Onguise Cr Hog 28 
E13 Assassin with Garotte 4 
CF14Henchman/Hireling Carrying CT3 —Rutfian with Dagger 2op 
everyiting CREATURES & MONSTERS CT4 Ruffian with Sword 28p 
CRIT Nina CM. Hil Giant 85p CT. Brigand with Sword & Shield 28p 
CF18 Monk CM.2. Ogre with Club 38p CT.6 Insane Illusionist 28p 
CEA9 Half-Ore CM.2A. Ogre {semi-armoured with shield) 55p CT7 Evil Qwart Fighter 28p 
Aaa ae CM 2B Ogre Chieftain 55p CTS Dark Elf Fighter Thief 28p 
€F22 Female Wizard €M3 Bugbear 33p CT Evil Human Fighter 30p 
CF.23 Martial Artist CM.3A. Bugbear with two-handed Weapon 33p CT.10 Evil Cleric 28p 
CF-24 Fighter with two-handed Sword CM 38 Bugbear Chieftain 387 CT.11_ Evil Armoured Fighter 28p 
GE 25 Beraonar mith Axe ae CM.3C Bugbear Shaman/Witeh Doctor 33p—CT.12_ Slaver 28p 
rome Fighter /Musionist Ma Zombi vi Wizar 
CF27 Halfling Adventurer 225 Cust ian ore” Sule a yerd 28p 
G68. Female Borbarian M6 Werewolf 28» NEW! NOW! Even more variations of Ores CM21 
CF30 Female Ranger Ch? Wate 28 & CM21A 
CF.31 Bard fampire ud (Full Orc set, 31 figures all variations £7.91) 
{All bove 28p unless otherwise marked CM Hodgobin 2p ‘Ores qnountad on Glave War Wolves 
opps aages CM.9A. Hobgoblin with two-handed Weapon 200. Gis Artant anGronbontoe, 
€B.1 Table with two benches 38p (CM.9B. Hobgoblin Chieftain 33p es Archers at ssbow types 
B2 Treasure chest 28p CM.9C_ Hobgoblin Shaman’ Witch Doctor 28p ; i 
683 Dragon Statue 33p CM10. Troll 332 +s COMING SOON - Giant Ore (SAE for details) 
seh 285 CM.11 Cyclops 38p 
CBS. cH cents Seago eee CM12 Lich 28p Please add 10% p&p. Minimum 25p — 
CB7 the Alchemist 2Bp €M.13. Medusa 28p Orders over £15.00 post free — BFPO UK 
CB.8 The Alchemists Lab £1.50 M14 Ghoul 28p Postage. Overseas please add 33%. Airmail 
(The. Assistant, the Alchemist. two Work CM.18 Gargoyle 55p please add 50% — £1 minimum. 
benches & Sundry items) CM.16 | Wererat (Manrat Form} 30p 


Maid poche rst eetecttces es Sh TRADE ENQUIRIES WELCOME 


We regret we've had to put up our prices — but we believe we still offer the best value fantasy figuresavailable. 
a 


Join the 
D & D Players 
Association 


The D & D® Players Association is for everyone interested in the 


DUNGEONS & DRAGONS ® fantasy role-playing game — the game 
that is gaining tremendous popularity in the UK. Whatever your 
involvement in OD & D, The Association will give you a unique 
opportunity to widen your interest —a forum for you to air views and 
ideas and to recieve all the latest D & D news and events. It will aiso 
put you in touch with other D & D members and clubs all around the 
country. The Association is open to everyone, experienced players 
and those who are just beginning to enjoy the game. 


In addition to the bi-monthly D & D newsletter, Association members 
are eligible to recieve special offers at pre-publication discounts, 
reductions on other D & D official activities, and post free service 
on all items ordered from us. You will also recieve the Association's 
official lapel badge, membership card and sticker, All this for a current 
membership fee of only £2.50 per year. 


To join, simply send your name and address with your cheque or PO 
for £2.50 payable to TSR Hobbies (UK) Ltd. Please mark your env- 
elope ‘D&D Players Association’. Let us know if you do not wish your 
name and address to be made available to other members. Renewal 
of a UK membership is £2.00, Overseas applicants please send £5.00 
or $ 10.00. 

TSR Hobbies (UK) Ltd, The Mill, Rathmore Rd., CambridgeCB14AD 


“ Gameskeeper 


105 COWLEY ROAD 
OXFORD 
TEL: (0865) 721348 


THE SCIENCE FICTION. 
COMIC AND GAMES SHOP 


Forever 


59, PARK ST, BRISTOL, ENGLAND. 


OPEN SIX DAYS A WEEK 10-6 


JOHN W. BAGAALL LTD 
I8. SALTER STSTAFFORDTEL 0785 3420. 
44, PICCADILLY, HANLEY,STOKE:ON-TRENT TEL 0782 2635/4. 


ESDEVIUM GAMES 


LOW COST MAIL-ORDER SPECIALISTS 


@Come & see the BIGGEST & BEST 
Selection of Games, Rules & Accessories 


SHOP OPEN: 9.30- 1.30. 2.30-5.15 
on Mon, Tues, Thurs, Fri. 


9.15 — 5.15 on Saturday 


Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONG, 
BACKGAMMON, TRI-CHESS, RUBIK'S CUBES, OCTAGONS, PYRAMIDS,SNAKES 
CITADEL, RAL PARTHA, Q.T. & T.S.R. Fantasy and Science Fiction miniatures at 
manufacturers prices p&p 10% (12p min.- 90p max.) Overseas p&p 30% (50p min.) 


in the South 


Science Fiction 
Swords & Stars (SP1) £7.95 
Shooting Stars (Yaq) £11.95 
Dune (AH) B, R £10.95 
Starfire, Asteroid 04 [TF] £3 50 
Federation Space (TF) £11.95 
Startleet Baltes (TF) £12.95 
Exp. Kit £3.95 
‘Awtul Green Things Outer Space £7.50 
Time Tripper (SPN £5.95 
Wreck of the BSM Pandora (SPl) £4.95 
‘Space Opera (FGU) R, Bxd £93.90 
Ground & Air Equipment (FGU) £3.15 
Outworld, Star Sector Atlas (FGU) £3.95 each 
Alien Base, Martigan Belt (FGU) £325 each 
Probe NGC 8436 £3.25 
Seldon’s Starcraft compendium £3.75 
Vault of the Nier Quegon £3.25 
Cosmic Encounter (EON) £8.95 
CE Expansion kits 1-7 £3.95 each 
Quirks (EON) £5.95, Expansion kits £395) 
+ Qutoost Gamma, Star Viking (Hen £450 
Dimension Demons (MGC) £3.50 
+ Millenium (17) £13.95 
taro (IT) £12.60. 
The Air Eaters Strike Back (MGO) 5.95 
Escape from New York (TSA} £595 
‘Space Empires (May) £395 
+ Helitank (Mac) £3.50 
Revolt on Antares (TSR) £2.50 
1 Theyve Invaded Pleasantville (TSR) £2.50 
Azhanti High Lightning (GOW) £17 95 
Demon's Run (Yaq) £6.00 
Rescue trom the Hive (SP1) £5.95, 
Kroll & Prumns (IT) £11.95, 
Gar Wars (SJG) £2.80 
Attermath (FGU) A £12.50. 
Into the Ruins (Scenario) £3.95 
Universe (SP1) R129 
Universe GM's pack (SPI £5.25 
+ Filth Frontier War (GOW) £11.95 
+ Invasion: Earth (GOW) £8.95 


SF - Traveller R, S(GDW) 
Doluse Editon £995 
1 Basic Rules Set C595 
Book O. Mercenary, Highguara £2.95 each 
1001 Characters, Animal Encnt's,Cinzens 
Spinward Marches. 76 Pations Traders & 
Gunvoats, Library Data Fighting Ships 
MISS Ship Flies, Starship Layout Pads 
+ Merchants 8 Merchandise. Scouts Assassins 
+ The Vanguard Reaches, Beyond. SOFAG. 
£1.95 each 
+ Ship Plans 
1 Tethys Leander £3.25 ea Fenris 5.00 
King Richara €8.50 
Scenarios 
+ Twilight's Peak. Leviathan, Kinunt 
+ Research Station Gamma, Marooned/Mar 
Aone, Filion Groait Squadron 
‘argon Gambiv/Deatn Station 
Chamax Plague/Horae, 
Broadsword 
Shadows/Annic Nova £2.50 each 
Ley Sector (JG) £2.95, 
Saple8, Lomodo IV. Nithus £2.95 each 
Doom on the Singing Sta (JG) £6.50, 
Amyeus Probe (JG) £4.50 
Crucis Margin. Ghostring (JG) £3.50 
Gidea! by Eshaar, Action aboard (EASA) 
£395 each 


+ Special Offer 


New Arrival 


Role Playing Rules 
Access 


rN 


Plays Solo 


R 
Ss 
B Boardgame 
M 


Miniature Rules You may phone orders and pay by ACCESS 


Fantasy ~ Role Playing 


Dungeons & Dragons TSR R 

+ Basic Set £8 50, “Rule Book £3.95 
D&D Expert Ser £8 50, Ruleboos £3.95 

+ Fiend Foho. Monster Manual, Players 
Handbook, Deities & Demi-Gous £8.50 each 
Reteroes Guide £9.95 
TSR Adventure Modules: (Levels) 
(1-3) BI, T1 £2.98 eacn, B2,83,U1,£3.60 each 
(2-4) L1 £3.50, (3-14) X1, 12, £3.50 each 
(4:7) Al, A3 £2.95 ea, A2, Ad,I1. €3.50 0a. 
(57) C1 £3.95, C2 €2.95: 15-10) S2 £2.50 
(6-14) $1 £2.95; (6-12) S24 95 
(6-9) G1-2-3 £3.95, (94) D1-2 £3.95 
(10-14) 03 £2.95, 01 £5.95 

* Official D&D Miniatures £4.50 & £7.50 


RP Scenarios & Aids 

Thieves Guild | £7.95, 18 111 £4.95 ea 

Haven City £10.95 

Portals of Irontoom (JG) £2.99 

+ 3 Quests for Adventurers (Nec) £2.40, 

+ Monster File No 1 (OT) €350 
City of Carse £5.50 

+ Gities, Towns of tne Outlands £4.60 each 

> Trial by Fie, Hangman’s Hill lIhiedrin Book 
£299 each 

+ Dragon's Hall Ventek £2.50 each 
Benolder Scenarios £1.00 

Thieves World (Chy £14.95 


Fi 


The Fantasy Trip (MGC) R 
iin he Labyrinth for Referees) £2.50 
Wisard. Melee, Death Test | 11 £3.50 ea 
‘Advanced Melee, Adv Wizard £3.50 each 
Graf Ouest Siver Bragon £2.50 each 
+ Unicom Goid, Secunty Stn (MGC) £3.50 each 
+ Fantasy Masters Codex £750, 


Tunnels and Trolls (FBI) R£3.95 
Boxed Set £6.95 
Character Sheets £1.65 
‘Solo Dungeons: 
‘Overkill Buttalo Castle, Labyrinth Naked Doom, 
Sorcerer Solitaire, Wierd World, £2.25 each 
Misty Wood, Sword for Hire, Blue Frog Tavern, 
‘Arena of Khazan €2.50 each 
Sea of Mystery £3.00 
City of Terror £3.95 
Beyond the Silvered Pane, Dragon's Dgn. 
Sea of Mystery, Sewers of Oblivion £3.00 each 
The Toughest Dungeon £3.00 
+ Deathtrap Equalizer Don £3.50 
Circle of Ice, Goblin Lake, Abyss £0.95 each 
For Dungeon Masters: 
Uncle Ugly’s Underground, 
Dungeon of the Beat 1,2 8 3 £1.50 each 
‘Catacombs of the Bear Cull £3.00 


Runequest (Ch) R £5.95 
Boxed Aunequest £8.95 
‘Source Packs £1.85 each 
Cutts of Prax, Foes £8.98 each 
Cults of Terror €7 50 
AuneMasters, Plunder £4.50 each 
Gateway Bestiary £5.50 
Scenarios: 
Grifin Mountain €11 98. 
Apple Lane £2.95, Snake Pipe Hollow £4.50 
Broken Tree inn (JG) £2.95 
Duck Tower £4.50 
Helloits of Nightlang £1.99 
Runequest Streld £1.99 
City of Lei Tabor (JG) £4.95 
Duck Pond (JG) £450 


Chivalry & Sorcery (FGU) 
Sourcebook 1 £450 
Swords 8 Sorcerers £495 
Arden £4.95 
Sautians £6 95 


These wore just some of our games Our 
available in the UK Send T6p i 

orders over £6.00) 

MAIL ORDER CHARGES: UK’8FPO!Unse 
Overseas: Surtace Atail- Add 30° 
taunimum E11: Avr Mat elsewhere 
‘games ~ add 100 


7s 


logue contains detauis of vrtuaty al! games 
Stamps & 16%:p sae (overseas 4 11¢) for a copy (or free with 


£6 - Add 25p. £6 ana over 
Minimum 80 Europe 
mineum £1.50) e1 


Cardboard Heroes £2.45 
Sots I 1, HH, IV. 


ntasy Games 

Dragonsiayer (SPI £6:90 

Sapa (TSR) 82.50 

Mystic Wood (PN1) £6.95 

Semone SP1) Boxed £575 

Wizard's Quest aM) €1095 

Sorcerers Gave (PH) £6.90 

8 Cave Expansion kil £295 

Middle Earth (SPI) C1238 

Wor ofthe Ring (SPH 995 

Swordavest 19) £595 

Zargos Lords (IN £13.98 

iia. Oayssey (7) £9.95 each 

Magic Wood (1 ¢6.50 

Arduin Adventure (Bad) £7.95, 

Wohrom IN £1395 

+ Galot ctnuiny (Cry R E1595 
Stormbringer (Chi R £1898 
Barbarian Prince, Demoniords (OS) £450 
Empire of ne Petal Tvone £1598 
Stormbringer (Chi R £1895 

+ Dragon Pass (on) £1295 
Chiadel of Blood [SPI § £5.95 

Adventures in Fantasy (Ach R £11.50 

Heroes of Olympus TF) RE1235 

Bushido (Fu) AEROS 

Undead (S16) ¢2 45 


Fai 


Board Wargames - PreXXth 


Century 
War and Peace (AH) £10.95 
Middle Sea (FGU) £12.45 
1 Kingmaker (AH) £10.95 
Ram Speed (MGC) £3.50 
‘Campaigns of Napoleon (WEG) £10.95 
Kingmaker |HPG! 10.50 
Empires of the Middle Ages (SPH £12.95, 
Yorktown (IT) £11.95 
Jena (1) £12.95 
Waterloo (IT) £14.95 
Attila the Hun €8.95 
‘Alaric Ine Goth iSSh £8.95 
slag! (SimCan) £7.75 
‘Oregon Trail (FGU) R £9.95 
House Divided (GOW) £8.50 
Battle and Leaders (Yaa) £1495 
+ Little Big Horn (IT) £16.50 
+ Attia (7) £13.50. 
‘Austeriiz (7) £16.95 
Jackson/Corinth (SPI) £15.50 
+ Boldier King iGDW) F £8 95 


Board Wargames - 

XXth Century on 

East § West iT) £1598 

Trenchloat (GOW) £8.50 

Hot Gap, Filth Corps (SPH £6.95 ea 

Fail of France (GOW £16.95 

Suez 73 (GOW) £995 

Norge i e1495, 

Rommel 7) £16.05 

1 Axe and alies (GS £1295 
Fortress Europa (aH) £10.95 

+ Kanew an cB.98 

+ ee of Aces WWI Aeria £9.95 

+ co of Aces Powermouse £390 

+ Statins Tanks (MGC) £3.50, 
Squad Leader AH) ¢1 1.95 

Gross of ron AH) £1095 

Crescendo of Doom (AH) £1095 

Yrwrg Rew (AM) £1095, 

Osthrieg (SG) £425 

= Their Finest Hour (GOW £1695 

+ Westwall Quag (SP £8 95 
Mere (PGU) R£950 


post tree 
u Mail ~ ado 40% 
eo Yag AM & Phi IT 


Other Games 
2218 Baker St. (HPG) £7.95 
Game of Ancient Kingdoms (HT) £10.00 
Epnemeris £6.95 
Jolly Roger (IT) £6.90 
Civilisation (HT) £19.00 
1829 Northern BD. (HT) £20.00 
Doublethink £5.50. 
Skirrid, Entropy £6.90 each 
Election (Int) £7.50 
Netherworld £10.50 
Maneater £7.45, 
Black Spy (AH) £5.95 
Ra iit) £8.50 
Alaska £10.95 
* Escape trom Colditz £10.95 
Game of Nations £9.45 
Othello £7.50 
Hungarian Rings £4.50 


Power Politics/Diplomacy/ 


Economic Games 
Diplomacy (Phi) £9.95, (AH) £11.95 
‘Samurai (AH) £9.95 
After the Holocaust (SP) B £11.95 
Der Fuhrer {LS) $8 £2.99 

* Roaring 20's (Yaq) £6.95. 
Machiavelli (AH) £9.95 
‘Apocalypse (GW) £7.95. 

+ Imperium Romanum £17.90 
Mercenary (FGU) Bxd £7.95, 

+ Empire (IT) £13.95 
Down with the King (AH) £8.95 
Medici (1) £9.95 

+ Spies (SP) £10.60 


Business Games 
Bureaucracy (AH) £1295 
Acquire (AH) £11.95 
1829 (HT) B £19.00 
Fortune Ph) 8 £12.90 
Oil Depots & Ironmaster (OGW) B 95p 
Rail Baron (AH) B £11.98, 

Business (Wadd) £0.95 
Foreign Exchange (AH) £10.95 

+ Market Madness (Yaq) £6.50 

Raitway Rivals (RG) £4.36 


Sports Game: 
‘Strat-O-Matic Baseball 6 teams) £7.95 
S-O-M Ice Hockey (All teams) £13.95 
Soccer Stars £898 
Time Travel Baseball 11.95 
un Chase Cricket (GU) £370 
NBA Basketball (AH) S £10.95 

+ Title Bout iAH $ £11.95 

+ Neck & Neck (Yaa) 5.50 


Magazines 
‘The Space Gamer (SJG) £1.78 
The Dragon (TSR) R £2.60 
white Dwart 809 
Best of White Dwart Articles £1.65 
Travellers Journal £1.66 
Pegasus. Adventure Gaming £2.10 ea. 
StormLord 60. 

Ditterent Worlds £1.80. 

Sorcerers Apprentice £1.60 
Fire & Movement £200 
Strategy & Tactics (+ game! 3.95 
Wacgamer (+ game) £400 

+ Alien Star, Quasits 8 Quasars 85p 

* New Benoider 8p 
SEWARS 6p, Palantic 60D, 
Ares (SPI) £3.95 

+ Red Giant, Black Rider 8p 


ich 


Wanderer, Wyrm's Claw 70p each 
The General (AH) £1.70 

Magick 8 Mayhem £1.00 

Punt Pass. Dragon Lords 509 
High Passage £299 


Payment in € Sterling please. 


- NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 


ESDEVIUM GAMES (1w) 
185 Victoria Road 
ALDERSHOT Hants GU11 1JU 
Tel: Aldershot 311443 
or (evenings) Farnham 722269 


NEW! 


from the makers of 


COSMIC ENCOUNTER...QUiRKS. 
HOAX...RUNES...DARKOVER 


EON 
is gaming 
with a 
difference! 


> Action- 
packed 

> Innovative 
play 

* Eye- 
catching 
graphics 

* Quality 
components 

* Wide 
appeal 

Ask for EON games at your local 
hobby and game store. 
Eon products are distributed in the UK by Games Workshop Ltd, 


EON PRODUCTS, Inc. 
96 Stockton Street, Dorchester, Massachusetts 02124 


DONALDS 


GAME SHOP 


3 WAVERLY PLACE 
ABERDEEN 


Aberdeen 23740 


THE MOST COMPREHENSIVE STOCK 
OF FANTASY FIGURES AND BOARD 
GAMES THE OTHER SIDE OF 
SOMEWHERE - OR -OTHER 


NOW OPEN IN SOUTHEND 


WARLORD 


GAMES SHOP 
Stockists of 
Games Workshop * Avalon Hill 
Tabletop Micro Games 
SPI * Yaquinto * GDW 


A wide selection of Rules i.e. 
WRG * Newbury * Skytrex 
Plus a large range of 15mm Figures 
by Mikes Models & Tabletop 
Wargaming Accessories * Magazines 
And much more for the games enthusiast 
818 London Road, Leigh-on-Sea, 
Tel: Southend (0702) 73308 
Open 9.30-1.30 & 2.30-5.30. Closed Monday 


ny Vie sit S ; th Bedfordshire’s 
ny — a Games Sho 


e stock Dungeons & Dragons, Ri 
‘Traveller, Space Opera, figu 


anequest, 
Wy Citadel and 
. much more. 


The Free City of 


TkLaven 


The Free City of Haven is a complete adventure pack for 
inclusion in your favourite role-playing game. Game Master's 
will find descriptions of some 100 buildings, 60 random 
encounters and over 300 non-player characters. Players 
will also find excitement participating in any of the 25 
scenarios included in the pack 


Free City of Haven is only one of the adventure gaming 
products produced by Gamelords Ltd., see their other 
products including Thieves Guild /-1V and The Complete 
Tavern at your local games store now. 


Gamelords Ltd. products are distributed exclusively in the 
UK by Games Workshop Ltd., 27-29 Sunbeam Road, 
London NW10 6JP. Telephone: 01-965 3713. 


MASTER THE GALAXY WITH 
FEDERATION SPACE 


Whether you choose the Klingons or the Federation, the 
entire battle fleets and economy of the nation will be at 
your disposal. Manoeuvre your massed fleets across the 
Galaxy to eliminate the enemy and sieze the key planetary 
systems. But beware, Federation Space is not for the faint 
hearted. You must use diplomacy and cunning, together with 
military might to become master of the Galaxy, achieving 
victory at the expense of your foes. 


Federation Space is strategic Star Fleet Battles, The fleets of 
the Federation, Klingons, Romulans, Kzinti, Gorns, Hydrans, 
Tholians and Orion Pirates are included on a ship-by-ship 
basis not as abstracted fleet units. Strategic movement 
takes place on the 11"x17" star chart, while ship-to-ship 
actions are resolved on the special tactical display. 


Federation Space rules are covered in a compact 16 page 
booklet which also includes 28 scenarios, 432 ship counters, 
Fleet organisation charts, a short history and background 
of each race, a list of major treaties and alliances as well as 
a complete economic and repairs system. £9.95 


“Federation Space succeeds in its purpose to present a 
relatively simple, playable Star Trek game which can serve 
as a strategic module for Star Fleet Battles. Recommended 
to Trek gamers everywhere”’, 

William A. Barton The Space Gamer. 


_ NOVJUST 
STAMPS 


Avalon Hill Ral Partha 
International Team Citadel 
Judges Guild S.P.1. 
Yaquinto GoW 
Runequest TSR 
Zocchi WRG 


Magazines and Accessories 


Chess, Backgammon, Mah Jong, Puzzles, Playing and Tarot Cards 


Games-playing staff to help you 


* 2 MINUTES WALK FROM HIGH WYCOMBE RAILWAY STATION 
Pe. * 3 MINUTES WALK FROM CAR PARK 
* 5 MINUTES DRIVE FROM EXIT 4.ON THE M40 


GB and Commonwealth stamps and a// accessories 


OPEN 9.30-5.30 CLOSED WEDNESDAY 


conc owtt 


STAR FLEET BATTLES 

A realistic simulation of tactical space warfare which can be 
combined with Federation Space to create the ultimate 
Galactic wargame. 


You get: Power allocation sheets, ship plans, 200 counters 
to represent ships, weapons, monsters and planets, 2 grease 
pens and 2 clear plastic wallets, 

(Solo scenarios included.) £12.95 


Federation Space is just one of the range of games published 
by Task Force Games which also includes Star Fleet 
Battles and Star Fleet Battles Expansion Kit, distributed 
in the UK by Games Workshop Ltd. If you experience 
any difficulty in obtaining these games simply send a SAE 
to Games Workshop Ltd., 27-29 Sunbeam Road, London 
NW10 6]P for a price list and mail order form. 


Ere: High wycombe(0494) 41717 


Metagaming 
Games Workshop 
Traveller 
Humbrol 

Brushes 

Flying Buffalo 


WE ARE HERE 
lommocual 17/19 Crendon Street, 
(arenes) [caning cue | High Wycombe, Bucks. 


Please mention WHITE DWARF when replying to advertisements 


MAIL TRADE 
ORDER ACCESS NEW! ENQUIRIES 
WELCOME AND * WELCOME 
BARCLAY 25mm 
FANTASY 


STANFOARGE 300 TT FIGURES FROM 25p EACH 


DUNGEON ADVENTURES (Equipped with Packs) 
1/10,000 Scale *ARABIAN KNIGHTS* 

NSF1 STRIKE CRUISER (MOSCOW CLASS) *JASON AND THE ARGONAUTS* 
NSF2 DREADNOUGHT (NEW YORK CLASS) 
NSF3_ F.T.L. EXPLORER (MADRID CLASS) 
NSF4 CRUISER (PARIS CLASS) 
NSF5 TANKER (ATHENS CLASS) 
NSF6 CRUISER (SHARK CLASS) 
NSF7  DREADNOUGHT (DRAGON CLASS} 
NSF8 EXPLORER (DRYAD CLASS) 
NSF9 LIGHT CRUISER (BANSHEE CLASS) 
NSF10 TRANSPORTER (TROLL CLASS) 
NSF11 DRIVE UNITS TO UPRATE F.T.L. 
NSF12 SPACE LINER (ATLANTIC) 
NSF13. STAR DESTROYER (GNOLL CLASS) 
NSF14 RIM RAIDER (MORGAN CLASS) 
NSF15 ASSAULT SHIP (HUNTER CLASS) 
All models include clear base 


THE START OFA 
BRAND NEW RANGE 
OF FANTASY FIGURES 


SEND $.A.E. FOR COMPLETED LISTS 
STARFORCE 300 1/300th Scale 

Space Ships and Ground Vehicles 
STARHOUND 1/300th Fighters 
STARDRIVE 15mm Vehicles 

DROIDS Ideal for any scale, all 5p each 
STARSHIPS 1/10,000 Scale Space Ship 


SHOP OPEN 9.30 to 5.30 


BRIDLINGTON 


LARGE SELECTION OF FIGURES/GAMES 


10 QUEEN STREET 


arPrmEeos 


New from 
\7 FASA 


fasa 


Adventure Class Ships Vol. 1: 11x17” sleeve folder contains ten 
15mm ship plans and essential data for the folowing vessels: 
Imperial Missile Corvette; Zhodani Type S Scout; Commerce 
Raider; Zhodani System Defense Boat; Private Yacht; Merchant 
Vessel; Freedonian System Defense Boat; Zhodani Destroyer 
Escort and a Zhodani Leader Scout. . . : ve» £6.95 


Starport Module 1: Hotel Complex - 11x17” sleeve folder 
contains ten 11”x22” floor plans (15mm scale} and a 16 

page data booklet with rules guidelines. This module contains 
the folowing data: Maintenance and Engineering; Transportation 
Axis; Main Lobby; Theatres and Shops; Restaurant; Tourist Class 
Rooms; Luxury Rooms; Hotel Offices; Sky Top Restaurant and 
Penthouse. £6.95 


*NEW: Aslan Mercenary Cruisers: 15mm deck plans for two 
Aslan Mercenary vessels, complete with play counters depicting 
technical and combat crew, two scenarios and full technical 
data. Boxed at £8.95. 


*NEW: Merchant Class Ships: 15mm deck plans of six merchant 
vessels, complete with play counters depicting crew, marines and 
intruders, six scenarios and full technical data. Boxed at £8.95, 


The great two day event, organised by Games 
Workshop, that features exciting competitions a 
prizes, leading games manufacturers, 
demonstrations, personalities and lots of suprises. 
Saturday 25th and Sunday 26th September 

at The Royal Horticultural Society’s New Hall, 
Greycoat Street, London SW1. 


FCI Consumer Guide: A 48 page illustrated guide to common 
Traveller items, their reliability and availability £3, 


FASA Adventures and play-aids are distributed in the UK by 
Games Workshop Ltd, If you experience any difficulty in 
obtaining the product of your choice, simply send a SAE to 
Games Workshop Ltd., 27-29 Sunbeam Road, London 
NW10 6]P for a price list and mail order form. 


SPACE OPERA NEWS 

This fine system now has supplementary material which pro- 
Vides referees with scenarios, star:sectors, equipment and 
ideas all of which enlarge the scope of any campaign, Latest 
product for harassed Games Masters is Vault of the Ni‘er 
ueyon, another exciting SO adventure at £3.25, 


Games 


50-54 MANCHESTER ST., 


LIVERPOOL L1 6ER 


Tel: 051 227 1505 mail order 
0532 456376 Leeds shop 
051 236 2605 Trade 


OF LIVERPOOL 
UNIT 20, MERRION CENTRE, 
LEEDS 2 


SHOPS OPEN MON.-SAT. 9 a.m. to 5.30 p.m 


. FOR WAR, FANTASY AND SCIENCE-FICTION GAMING 


FANTASY GAMES UNLIMITED inc. 


TRADE ENQUIRIES 


WELCOME 


gain 


MER fe Second World War the mercenary has on 
Become a familiar sigh on the worlds battetilds. Mer 
Skirmish role playing game enabling ployers to assume the 
iGontny ofa mercenoty in real contlicts from 1950 to the 
present date. To assist players to quickly get inta the system. a 


CHIVALRY & SORCERY: medieval fantasy role-playing 
Chivalry & Sorcery rulebook £6.50 
C&S Sourcebook 2; supplementary material 

Swords & Sorcerers. supplementary material 
Saurians; prehistoric society and beasts 
Arden, C&S scenario pack 

Bireme & Galley; C&S naval combat 

Castle Plans; 25mm scale castle floor plans 
Fortification Plans; 25mm floor plans 


£2.95 
Homes & Hovels; 25mm cut-out medieval buildings £3.25 
Towers for Tyrants, 25mm cut-out medieval keep £3.95 


SKULL & CROSSBONES — piratical role-playing 
Boxed Set: rules, map. charts, etc £7.98 
Pieces of Eight; S&C scenario pack, ships, boats, etc. £2.45 


ROLE-PLAYING GAMES 


SPACE OPERA — sf role-playing 
Boxed Set with rules, charts, etc. 

Ground & Air Equipment; SO heavy wepons 
Martigan Belt; SO Scenario Pack 1 

Alien Base: SO Scenario 1 


Star Sector Atlas 1. planets in the Terran Sector 


Outworlds; Star Sector and scenario ideas 
Seldon’s Compendium of Starcraft; ship plans. 
Probe NCGB8436, S.O. Scenario Pack 2 
AFTERMATH — post iolocaust role-playing 
Boxed Set; 3 rule-books, charts, tables, etc 
Into the Ruins: Aftermath scenario pack 1 


VILLAINS & VIGILANTES — super-hero role-playing 


Rulebook 


Boxed Set: rules, charts, etc. 


GANGSTER — criminal underworld role-playing 


ODYSSEUS — Ancient Greek role-playing Rulebook £2.95 
BUSHIDO — Detailedr.pg. setinthe Landot Nippon £9.95 


WILD WEST — western rol 
£6.75 


Boxed set; rules, charts, etc 


Boxed set; rules, maps, charts, etc 
Trouble on Widows Peak: Wil 
LAND OF THE RISING SUN — Samurai period Japan r.p.g. 


le-playing 


id West scenario pack £2.75 


£9.95 


comple mision fs included, Boxed £9.50 
BOARD GAMES 
Colony Delt; human vs alien sf combat £7.98 
£9.95 |} Diadern: clash of rival planetry empires, £13.88 
£2-95 | Conquest of North America: historical game 
Foe eet totonisation £4.78 
£3.25 || me Dragon Lords: Fantasy wargame £9.95 
£3.28 || Totas & Wreards: fantasy wargame £9.95 
£3.35 || Middle Sea, mull-player feudal empires game. £12.45 
£388 || Oregon Trail, old west wagon trains £9.98 
£3-25 || Mercenary: renaissance warfare and mingue £7.98 
Madame Guillotine, the french revolution £2.25 
#1200 RULE BOOKS 
Space Marines: sf ground combat £3.95 
"23.28. || Archworld. fantasy bates £3.28, 
Down Styphon: pe & shot fantasy £228 
£9.95 || Fire, Hack & Fun, pre-1890 skrmish £2.28 
Frederick the Great, 7 years war 22:78 
we My; war in Vietnam £2.98 
Gladiators: combatin the arena £2.25 


FANTASY GAMES SYSTEM 


Rulebook (2nd edition) £3.95 
Tunnels & Trolls, Boxed Set £6.95 
Naked Doom. Solo Dungeon £2.00 
Sorcerer Solitaire, Solo Dungeon .. £2.00 
‘Sword for Hire, Solo Dungeon ....... £2.00 
Labyrinth, Solo Dungeon £2.00 
Buffalo Castle, Solo Dungeon £2.00 
City of Terror. Solo Adventure... £3.75 
Beyond the Silvered Pane £2.25 
‘Arena of Khazan £2.25 
Weirdworld, Solo Dungeon £2.00 
Overkill, Soio Dungeon £2.00 
Dungeon of the Bear, Levels 1, 2. 3, £1.50 
Uncle Ugly's Underground £1.50 
Circle of Ice, Solo 99p 
Abyss, Solo Adventure 99p 
Goblin Lake, Solo Adventure 95p 
Catacombs of the Bear Cult 1 £2.50 
Sea of Mystery. Solo Adventure... £2.50 
Grimtooth’s Traps, Game aid £3.78 
Sorcerer's Apprentice Mag £1.10 
T&T Character sheets, pad of 25. £1.50 
Sewers of Oblivion £3.00 
Deathtrap Equalizer, Solo Dungeon £3.30 
Blue Frog Tavern, Solo Adventure . £2.50 
Sorcerers Apprentice Magazine 12 £1.80 
Misty Wood, Solo Adventure £2.50 


TRADE ENQUIRIES WELCOME® 


DICE 
Poly Set (6 High Impact dice): £1.50 
0435p each ‘012: 35p each 
D8: 35p each 020. 3p each 
D10:35p each DB: from 8p each 


INKED POLYSETS 


PolSet with inked numerals only 


£1.80 


ONE COLOUR POLYSETS 


Available in black, white or red... £1.60 


MAGAZINES Trade Enquiries Welcome 

Fire & Movement: issue 25 £1.95 
Gryphon: issue 3 £1.95 
4 copy subs for either mag. £7.80 


rN 


WHY NOT ORDER BY TELEPHONE 
USING ACCESS OR BARCLAYCARD 
save the trouble of sending a letter 
and cheque. 


WE PREFER THIS METHOD — We can try to 
answer any queries and youwill also be sure 


TUNNELS & TROLLS. 


OFFICIAL AD&D 25mm 
FIGURES 
by Grenadier Models 


Box Sets of 10 figures or equivalent 


Wrerds £4.50 
Haltlings £4.50 
Dwarves £4'50 
Hirelings £4.50 
Fighting Men £4.50 
Specialists £4.50 
Female Characters £4.50 
Thieves: £4.50 
Wizard's Room £4.50 
Denizens of the Swamp. £4.60 
Ores’ Lair £4.50 


Large Box Sets of 20 figures or equivalent 
Dungeon Explorers £7.50 


Dungeon Monsters. £7.50 
Woodland Adventurers, £7.50 
Tomb of Spells £7.50 
Dragon's Lair £7.50 


Large box painting sets 12 figures + paints 
Action Art Dungeoneers. £7.50 
‘Action Art Monsters. £7.50 
OFFICIAL GAMMA WORLD 25mm, 
FIGURES 


by Grenadier Models 
Adventurers £7.50 
Denizens. £7.50 


Note: These figures are also sunable for 
other games such as FGU’s Aftermath. 
TRADE ENQUIRIES WELCOME 


COMMAND PERSPECTIVES 
Beat to Quarters: Recent reviews in the 
‘Phoenix’ magazine and in “Military Model 
ling” have been full of praise for this excel- 
lent Naval Wargames system covering the 
period 1775-1815. The game can be played 
with the ship counters provided or with 
models, There are OB's for over 20 
nationalities. fleet action rules, detailed ship 
to ship rules, basic and advanced game and 
14 scenarios as well as unlimited potential 
to design your own games £7.95 
Road to Washington (boxed) £12.95 
TRADE ENQUIRIES WELCOME 


Traveller: Boxed, 3 books 
De Luxe Traveller: Boxed 


Mercenary: Book 4 £2.95 
High Guard: Book 5 £2.95 
1001 Characters: Supplement 1... £1.95 
Animal Encounters: Supplement 2. £1.95 
Spinward Marches: Supplement 3. £1.95 
Citizens of the Imperium: Supp. 4 . £1.95 
76 Patrons: Supplement 6.2... £1.95 
Traders and Gunboats: Supp. 7... £1.95 
Library Data: Supplement 8 £1.95 
Fighting Ships: Supplement 9 £195 
Kinunir: Adventure 1 £2.50 


Research Stn. Gamma. Adventure 2 £2.50 
Twilights Peak: Adventure 3 £2.50 
Leviathan: Adventure 4 £2'50 
Trillion Credit San. Adventure 5 .. £2.50 
Expedition to Zhodane; Adventure 6£2:80 
Shadows/Annic Nova Double Ad. 1 £2.50 
£2.50 


‘Also available: Dark Stars: Assault on To- 
bruk; Lee at the Crossroads, Kriegsmarine. 
Raketry Kreyser, Quebec Libre; JN; Tor- 
pedo; | Will Fight No More Forever: Le Grand 
: Warring States Peloponnesian ‘War; 

£8.95 


MARSHAL ENTERPRISES 
La Bataille de Deutsch-Wagram. A 1400 


TSR HOBBIES (UK) Ltd, "AVALON HILL 
D&O Basic Set: rules. dice. adventure£8.50 | Crescendo of Doom £10.95 
D&D Expert Set. rules, dice. adv... £8.50 | Cross of Iron £9.95 
D&D Basic Rules only £3.95 | Midway £10.95 
D&D Expert Rules only £3.98 | Panzer Bitz £10.95 
DAD Character Records sheets... £1.98 | Panzer Leader £10.95 
AD&D Dungeon Master's Guide. £9.95 | Richthoten’s War £9.95 
‘AD&D Players Handbook £8.50 | Russian Campaign £9.95 
‘AD&D Monster Manual £8.50 | Squad Leader £11.45 
‘AD&D Deities & Demigods £8.50 | War and Peace . £10.95 
‘AD&O Fiend Folio £8.50 | Wooden Ships & iron Men £9.95 
‘AD&D Dungeon Master's Screen. £4.50 | Airforce £10.95 
ADGD Character Record sheets... £2.95 | Dauntioss £10.95 
DAD Player Character Folder... £2.95. | Flat Top £11.98 
AD&D NPC Character Record sheets £2.95 | Dune £10.95 
‘AD&D DM's Adventure Log £2.95 | Magic Reaim £10.95 
Rogues Gallery, NPC stats £2.95 | Starship Troopers £10.95 
World of Greyhawk £6.50 | Tne Longest Day £39.95 
B1 D&D Basic Module £2.95 | Fortress Europe £10.95 
82 D&D Basic Module £3.50 | Circus Maximus £7.98 
83 D&D Basic Module £3.50 | Caesar Alesia £9.95 
X1 D&D Expert Module £3.50 | Guns of August £11.45 
X2. D&D Expert Module £3.50 | Glad £7.95 
G1-G3 Combined AD&D Module. £3.95 £9.95 
1:02 Combined AD&D Module ....£3.95 | Tanktics, Computer game £15.95 
D3 ADE&D Module £2.95 | Midway Campaign, computer game £10.95 
§1 AD&D Module £2.95 | B1 Nuclear Bomber. computer game £10.95 
$2 AD&D Module. £2:50 | Nuke War, computer game £1095 
$3 AD&D Module £4.95 | North Atlantic Convoy Raider, cg £10.95 
Ti AD&D Module £2.95 
C1 AD&D Module £3.95 | PHILMAR GAMES 
C2 AD&D Module £2.95 | Sorcerer's Cave & Mystic Wood £5.95 each 
G1 AD&D Module £3.95 | Sorcerer's Cave Expansion ki £2.75 
Al AD&D Module £2.95 
‘2 AD&D Module £350 | GAME SCIENCE 
23 AD&D Module. £2.95 | TRADE ENQUIRIES WELCOME 
‘Ad AD&D Module. £3:50 | ‘Star Patrol. boxed strpg with 25mm ship 
(1 AD&D Module £3.50 | plans, scenarios, card tigures. rules.£10.95 
11 AD&D Module £3.50 | Empire of the Petal Throne £15,985 
U1 AD&D Module, £3'80 | Superhero 2044 £3.95 
Dragon Magazine £2.50 
Gamma World. £7.95 | PEOPLE'S WARGAMES 
Gamma World Module £2.50 | KANEV 
Boot Hill £7.95 | A single map, 200 counter game of the tar- 
Boot Hill Module 7 £2.50 | gest Soviet Airborne operation in WW2 
Top Secret £7.95 | Exciting, playable and unpredictable, 
Top Secret Moduie 1 £2.50 | Designed by John Prados. Boxed ... £8.95 
ADD Fighting Wheel £3.50 | Korsun Pocket (Boxed) 19,95 
Escape from New York £7.50 | TRADE ENQUIRIES WELCOME 
Avdul Green Things £7.50 [= 

TRADE ENQUIRIES WELCOME. GORGET AND SASH: a magazine covering 

> J warfare from 1500 to 1789 
BOARD WARGAMES Issues 1 and 2 back in stock at £1.60 each. 
Trade Enquiries Welcome Issue 3 with articles on Wallenstein’s Army 
SIM-CAN ames at Lutzen, Catherine's Eagles and the evolu- 
JIHAD! The rise of Islam 632-732 £8.95 | tion of the French Army. £1.75 
DIVINE WIND: Strategic Pacific War TRADE ENQUIRIES WELCOME 
game ceed SEND SAE FOR LATEST LISTS 


You are getting exactly what you want and 

Sooner — normally by return of post. 

P&P: Order value over £6.00 — Free 
Order value up to £6.00 — Add 25p 


OVERSEAS TRADE ORDERS WELCOME 


IISS Ship Files 


Bright Face/Mithril: Double Ad. 2 
‘Aegen/Death Station: Double Ad. 3 £2.60 
Marooned/Marooned Alone: 0. A.4 £2.50 
Personal Data Files 

Starship Layout Sheets 


counter. 34° = 


£1.99 | campaign £24.45 
£1.99 le d’Austeriitz £17.45 
£1.95 le d'Espagnol-Talavera ..... £9.95 


‘map game of the huge 
battle which marked the climax of the 1809 
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Please mention WHITE DWARF when replying to advertisements 
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Cosmic Encout 


Premier adventure from the United Kingdom 


Dungeon Module U1 
The Sinister Secret of Saltmarsh 


For character levels 1-3 


Desolate and abandoned, the evil 
alchemist’s mansion stands alone on the 
cliff, looking out towards the sea. Myster- 
ious lights and ghostly hauntings have 
kept away the people of Saltmarsh, 
despite rumours of a fabulous forgotten 
treasure. What is it’s sinister secret? 


- The Sinister Secret of Saltmarsh is the 


Screens & Mini- 
modules 


GAMMA WORLD” Science Fantasy Role- 
playing game — Referee’s Screen and Mini- 
Module’ 

Included in this package area durable referee's 
screen and an eight-page Mini-Module. The 
Albuquerque Starport. The screen con- 
tains the combat, hazard, and reference tables 
used most often by referees and players, 
arranged to make this vital information easy to 
use. The Mini-Module is a complete GAMMA 
WORLD adventure, in which players discover 
and expiore an ancient starport buried in the 
desert sands. 


BOOT HILL” Wild West Adventure Role- 
playing game — Referee’s Screen and Mini- 
Module 

Fast paced gunslinging action will never bog 
down in a search for missing tables with the 
BOOT HILL Referee's Screen handy. Fourteen 
of the most-used tables from the BOOT HILL 
rulebook, are arranged on this durable playing 
aid. A special BOOT HILL adventure, 
Shootout in Northfield and Other 
Famous Gunfights lets players 

recreate the famous gun battle that 

destroyed the Jesse James-Cole 

Younger gang, plus six other famous 
showdowns. 

TOP SECRET” Role-playing ad- 

venture game — Administrator 

screen with ail necessary game 

charts and tables, plus one mini 
adventure module, 

OPERATION: Executive One, 

Agents must rescue the President of 

the United States from a squad of 
corporate mercenaries. 


wey 


Cit] 


first installment in a series of three mod- 
ules designed and developed in the 
United Kingdom, for beginning adven- 
tures with the AD&D” rules. The adyen- 
ture can be played by 5-10 characters. 
This module contains large-scale maps, 
full background information and detailed 
encounter descriptions for the players 
and DM. 


Dungeon Module U1 
COP” The Sinister Secret of Saltmarsh 


Castle Amber 


For character levels 3-6 


Trapped in the mysterious Castle Amber, 
you find yourselves cut off from the 
world you know. The castle is fraught 
with peril. Members of the strange Amber 
family, some insane, some merely deadly 
lurk around every corner. Somewhere 
in the castle is the key to your escape, but 
can you survive long enough to find it? 


This module contains referee notes, 
background information, maps and 
exploration keys intended for use with 
the D&D® Expert rules. 


The symbols * & ~ denote trade marks owned by TSR Hobbies Inc. Wisconsin USA 
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